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PRIMA OFFICIAL GAME GUI 


HOW TO USE 
THIS GUIDE 


Pathway fo Glory is a furned-based 
Strategy game in which you lead a 
squad of allied soldiers to victory 
agains! the forces of the axis powers. 


~ Inthe multiplayer game, you can align 


yourself with the axis and have access 
fo all of its weapons and vehicles. 

For those who aren't familiar 
with turn-based strategy games, the 


Concept is simple: You assign orders 


to your units, and they are immediately 
carried out. Once you are finished, 
your opponent moves his units. And 
the process is repented, back and 
forth, until your goal is accomplished 
or you are defeated. 

In Pathway to Glory, each unit 
has a cerlain number of action points 
(APs), which determines how far he 
can move and how many times he can 
allack. As the name indicates, each 
action a unil performs requires a 
cerlain number of points. Moving a 
long distance requires more action 
points than moving a short distance, 
and each weapon has a minimum 
uction-point cost fo fire. Later in this 
chapter, we look at the usage of action 
points. 

This chapter also introduces 
you fo the soldier skills and classes 
and gives you some fips for thriving on 
the battlefield. The next chapter intro- 
duces you to the weapons, equipment, 
and vehicles. After that, this guide 
leads you through the 14 storyline 
missions, showing you how {to get 
complete the mission and eliminate 
every enemy on each map. The final 
Chaplers cover the multiplayer maps, 
explaining the strengths of weakness 

of both the Axis and Allied 
} forces on each map, and 
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There are cases, however, where 
ACTION POINTS =—s—i‘(se will wont to load a soldier down with 
To understand movement and com pat, OXIr equipment. These are rare, but 
you must first leurn the: tb be’ of ‘they do exist. For instance, in storyline 
action points. Before~ they _ missions like Defend the Bridge and 
deployed, each soldier has 25 multiplayer maps like — 
Unless they yo info combat Bridge, you will face very : 
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> launchers and anti-tank pao. 
these are heavy, but it's worth the AP 
Sacrifice to be ready. when the big 
~ guns roll in, » | = 


In some storvtine 
missions and multi- 
player games, you'll want to sacrifice 
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APs for firepower. Loud your soldiers 
up with heavy weaponry when you 
know they'll face tanks. 


Secondary gear 
Medkit 


this available to them in the field. 
Adding weight to a soldier decreases + hen your men are in te fe their 


the number of APs availuble. Because © APS will determine how much they — 


Ro. ; 
¥ =p. 


of this, equip each soldier with only . dn accomplish during a turn. A 
the weapons and equipment they will  SOldier with more APs con move — wi 
absolutely need. While it's possible to and attack more tee St 
give a soldier a wide variety of — Soldier with fewer APs. 
Weapons fo carry, it's not a good idea. 

Without enough APs to move and fire, 

they're essentially useless. 


The equipment your soldier is using 
will also affect how many times they 
use il. Some weapons require 
more APs fo fire than others. Sniper 
rifles, for instance, have a minimum 
AP cost of 6, while pistols have a 


je minimum cost of 2. In most cases, 
va = 
owe wT ate “P ee 
ant = actually firing the weapon will cost 
i : 


more APs, because you need to aim. 
The concept of aiming is explained in 
detail in the combat section of this 


Chapter. 


When a soldier is out of APs, he can't 
do anything else until the next turn. For @ 
this reason, save APs to make sure 
soldiers can move fo safety. 


Matter of moving the cursor fo the 
forget location and pressing (5). 
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Moving your soldiers is simply a me 


When seiechan a vloce lo ravel the 
cursor shows you how many APs if 
lakes fo reach the location, and a line 
ippears showing the rovle your 
soldier will follow. If the line is green, 
this indicates that your soldier can 
move fo the location and still have 
enough APs {fo attack with the 
minimum cost for his currently 
selected weapon. If the line has a 
yellow segment at the end, there will 
nol be enough APs remaining to 
attack, but your soldier can reach the 
location. If the line is gray, your 
soldier cannot reach the location with 
his current number of APs. 


In addition fo the number of APs 
required to move, the cursor also 
indicales your soldier's current 
stance. This is important, because his 
Stance affects how many APs if 
requires to move. 


STANCES 
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There are three stances available to 
your soldiers: standing, kneeling, and 
lying down (prone). Each has its 
benefits, and deciding on o stunce 
depends on the situation. 


Stomding is the mes common pray 
Your soldier moves more quickly while 
he's standing, so it requires fewer 
action points to reach a destination. 
Standing is also useful when using 
cover, as your soldier offen won't have 
i line of sight when kneeling or lying 
prone hecause the cover object blocks 
his view. Standing has a negative 
impact on your soldier's ability to fire 
his weapon, and attacks are the least 
accurate in this stance. 


sana Flank your enemy. 

PEP svecially in mutt 
player games, the enemy might miss 
one fast jeep, then you can get his 
rally point with ease. Also, if the 
enemy spots you, this forces it to 
tlivide its froops. 


lt is generally a bad idea to end a turn 
with your soldiers standing because 
they will be much easier targets for 


the enemy. 


Kneeling gives your soldier more 
accuracy when firing, but it requires 
more action points to move while in 
this stance. Kneeling allows your men 
fo shoo! over short obstacles, but it 


will most likely be your least-used 
Stance, as if doesn't offer the mobility 
of standing or the accuracy of lying 
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Lying prone is the most accurate 
Siance. It's highly useful for less 
accurate weapons such as rocket 
launchers and light machine guns, 
und if can help less experienced 
soldiers whose shots won't hit as 
frequently. Moving in the prone 
position requires a great deal of APs, 
so if should only be used when 
ubsolutely necessary. If you're moving 
behind cover through an enemy's line 
of fire, lying prone is a good idea. 
Otherwise, if's best to stand when 


moving. 

a You can quickly move 

mp ti soldier's stance up 

by tapping {s . Likewise, you can move 
the stance down by tapping (0) 
Changing stances doesn't require any 
APs, so there's no punishment for 
switching. Always switch to the best 
stance for the situation! 


To alfack with a gun, move the cursor 
over an enemy soldier. If you can 
attack from your current location, the 
cursor changes to a target. The color 
of the cursor indicates how accurate 
your shot will be. A green cursor 
indicates that you will most likely hit, 
while a red cursor means you most 
likely won't. 


Spread out your 
lroops. You only lose 


one man on dir strikes and you can 
see more of the battlefield. 


lea S100}. 7a = 
a ac wee sae 
The number near the cursor tells you 
how many APs it will take to fire. 
Aiming increases the likelihood of 
hitting, but it requires more APs to fire. 
Similarly, you can lower the number of 
APs you want fo spend, but you cannot 
yo lower than the minimum APs for the 
currently selected weapon. 


N OTE To aim, move the 


Cursor over an 
enemy and press (5. Then press up on 
the D-pad to improve your soldier's 
tim. To shoot more quickly, and thus 
lower the number of APs your soldier 
Will spend, press down on the D-pad. 


If you move your cursor over an enemy 
and it shows a gray "X," your soldier 
cannot hit the enemy from your current 
position because something is 
blocking your shot. This may be 
because the enemy is standing behind 
an obstacle or protected in a trench. 
To adjust your soldier's line of sight, 
you can change your stance, or move 
fo a new location. 
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Before moving, however, you can 
make sure that it will be effective. 
Press (6) to put your soldier in attack 
mode. Examine the target line—it 
indicates exactly where his shot will 
hit if he fires, which shows what is 
currently. preventing you from 
uittacking the enemy. If you can move 


enough to get a clean shot, then you. : 


should do so. Otherwise, save 


your APs. 

ie Attack mode is useful 

i ip for more than just 

checking your line of sight. It can be 
used with grenades and especially air 
Strikes to attack an area with no 
enemies. With grenades, the explosion 
offen hurls nearby enemies. With ait 
Strikes, you can use if fo alfack an area 
where you hope an enemy will move. 


Enemies in Sight 

Enemies located off-screen but in your 
field of view are indicated with red 
dots al the edge of the screen. Scroll 
toward the dot to find the enemy. This 
con help find enemies that are 
blocked by environmental objects like 
bushes. 
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Additionally, you can use the map fo 
see enemies in your field of view. 
Press (210 open the map. Enemies are 
marked with a red dof. Your squad is 
indicated with blue dots. Unoccupied 
vehicles are green reciangles, 
occupied vehicles are red reciangles, 
and allied soldiers are marked with 
yellow dots. 
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Soldiers have both primary and 
secondary equipment. Primary 
equipment is always a gun or rocket 
launcher, and secondary equipment 
includes grenades, medical kits, and 
radios. To switch between primary and 
secondary equipment, press (4|. This 
will only switch between the currently 
selected items in each category. To 
select a different primary or secondary 
weapon, press (7 |to access the menu. 


Al the menu, select "use" then select 
the item you'd like the soldier to use. 
This will now become the default 
primary or secondary. weapon. 


Using Grenades 
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Grenades are very effective weapons, 


bul require your soldier to be fairly 


close to his target. As with guns, the 
cursor indicates how likely you are to 
hit your target, and you can adjust the 
accuracy by aiming the throw. A more 
accurate throw costs more APs. 
Grenades con be thrown over short 
obstacles, but they can'l be thrown 
over fall walls or buildings. 


Grenades are an 
excellent way fo dea 
with soldiers hiding in trenches. 


\ TIP 


Using Air Strikes 


absolutely necessary. Save them for 
overwhelming numbers of enemy 
Soldiers or, ideally, to use against 
enemy vehicles. Only radio operators 
can call in an air strike. Air strikes 
aren't always available in storyline 
missions, but when they are you'll be 
fold how many are available at the 


Air strikes should only be used when 


ouisel. In multiplayer games, you gel a 
Single air strike per reinforcement 
interval. 


To order an air strike, select the radio 
operator and then switch to his radio. 
As with guns and grenades, the cursor 
Will indicate viable targets. Calling an 
air strike on an enemy's current 
positions is a bad idea. The air strike 
will not occur until the beginning of 
your next turn, and most likely the 
enemy will have moved. Enter attack 
mode hy pressing (6), and then order 
the air strike on an area where 
the enemy is likely to be on the 
following turn. 


Interrupt Attacks 


Most of your actions take place during 
your turn. There is one exception: 
interrupt atlacks, or atlacks of oppor- 
lunily. These allow you to atlack 
enemy soldiers during your 
opponent's turn, bul certain condi- 
tions must be met. 
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The enemy must pass through the 
interrupt area. This area is visible as a 
blue cone extending from your soldier. 
The direction and size of the area 
depends on the soldier's facing and his 
stance. If your soldier is standing, his 
interrupt area is wider but shorter. If he's 
lying prone, it's longer but narrower. 


vex henge your soldier's 
T i 
N LU re: facing by placing the 


cursor over him until if changes fo a 
Circular arrow and pressing (5). Better 
yel, move fhe cursor anywhere in the 
direction you'd like the soldier fo face, 
und then press (9), 
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lf an enemy passes through the 
interrupt area, your soldier will fire if 
there is nothing blocking his shot, and 
if he has enough APs fo fire his 
weapon. If there is an obstacle in the 
way, or if he has too few APs, he will 
nol fire. Soldiers only use interrupt fire 
with firearms. Vehicles, artillery, and 
heavy machine guns do not have 
interrupt attacks. 


Enemy interrupt areas are visible to 
you as a red cone. Do not pass through 
them unless you have cover. 
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Using cover should he one of your 
highest priorities. Environmental 
objects can prevent the enemy from 
hitting your soldiers. Barricades, 


rocks, trenches, trees, buildings— 


pretty much anything on the map can 
he used as cover. 


Additionally, soldiers can enter 
buildings for cover. Simply move the 
cursor over the building itself. The 
game auiomatically plots a route 
through the closest door. When using 
buildings, be sure the soldier cannot 
be hit through the windows. 
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line of sight, enter attack mode hy 
pressing (6. If your soldier can't aim 
ul the enemy, chances are the enemy 
can't aim back. Of course, the enemy 
can always move into a better position 
on his turn, but more than likely your 
soldier will he safe. Going prone 
hehind objects almost always provides 
more cover. This is especially effective 
in trenches. 
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Many obstacles can be destroyed, 
which will leave your (or the enemy's) 
soldiers exposed. Rocket launchers, 
grenades, artillery, and tanks all are a 
great means of destroying obstacles. If 
you're having trouble getting a line of 
Sight on an enemy hiding behind an 
object, see if you cun't destroy the 
object with some heavy weaponry. 
This may clear a path for your 
marksmen. Some buildings can be 
destroyed as well, which will instantly 
kill any soldiers hiding inside. 


VEHICLES AND 
LARGE WEAPONS 


Vehicles, artillery, and heavy machine 
guns are much like soldiers. They have 
APs, and attacking or (in the case of 
vehicles) moving will deplete them. To 
enter a vehicle or weapon, select a 
Soldier and then click on if. If the 
larget is empty, the soldier automati- 
cally enters. If it is occupied and is a 
vehicle that can carry more than one 
Soldier, you are given the option fo 
hoard the vehicle or select the vehicle. 
Press up on the D-pad to enter. 


vax Only transport 
Tah! 
NOTE vehicles can curry 


more than one soldier. All weapons and 
combat vehicles are single-capacity, 
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Transport vehicles are a great way to 
move soldiers across the map quickly. 
When you reach your destination, click 
on the vehicle, and you will be shown 
portraits of the soldiers inside. Click 
the portrait and the soldier disem- 
barks. You can then select a location 
lo which the soldier will go. 
5 


have its full number of APs if a soldier 


CAUTION 


Be very careful when using transport 
vehicles. They are generally weak, and 

if the vehicle is destroyed, all the 
Soldiers insite will be killed. Driving a 
full truck of jeep through a heavily 
occupied area is a good way fo gel 
yout whole squad killed. 
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able 10 use ie when disem- 
barking. Likewise, a vehicle will not 


gain nei Experience 


, thos soldiers gain experience, 
“thet skills improve, making them 
much better marksmen with their 
specially weapon, and slightly 
improving their abilities with other 
weapons. The impact of this is very 
noticeable. A high-ranking soldier will 
be able to make difficult shots with 
fewer APs, and both the accuracy and 
the effectiveness of their shots will 
increase. 


For this reason, it is very important you 
keep your soldiers alive. Though there 
Will be replacements available if they 
die, you will lose all of their accumu- 
lated skills. Experienced soldiers are 
Significantly better in the field, and 
Later missions will be much easier 


with a squad of battle-hardened men. 


BATLEGROUND GANES 


Multiplayer games “are slightly 
different than the storyline missions. 
Though most strategies still apply, the 
concept of reinforcement intervals is 
introduced in multiplayer games. 

In battleground games, your goal is to 


either capture all the rally points on 


the map, or fo completely eliminate 
the enemy squad. Rally points are 
caplured by moving a soldier onto 
them. The more rally points you have, 
the more reinforcements you receive. 
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The reinforcement interval is four 
turns, at the end of which two things 
will happen. You receive replace- 
ments for your fallen soldiers equal to 
the number of rally points you control. 
If you control two rally points, you will 
receive up to two reinforcement 
Soldiers, and these soldiers will arrive 
at the rally points. Additionally, you 
receive an additional air strike at the 
end of each interval. 

Each battleground game only 
allows two reinforcement intervals. 
After the second, you receive no more 
reinforcements or air strikes. 


Type Talvisota as the 
player name in solo 
motie. You thought the Al was easy... 
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specialty. Though they can use any 
lype of weapon, they will be more 
effective with the weapons suited to 
their class. Here's a brief overview of 


each type of soldier. 


HEAVY ARMAMENT 
SPECIALIST 


The wn armament inne is your 
go-l0 guy for rocket launchers. 
Automatically outfitted with a bazooka 
or Panzerfausi, the heavy armament 
specialist is your best unit when faced 


‘With vehicles, artillery, or heavy 


machine guns. As the heavy armament 
specialis! gains experience, he 
increases his skills with heavy 
weapons. 


In multiplayer games, 
tiways take one 


llamethrower. You can grill the enemy 
Soldiers lying in trenches and open up 
in attack route. 


Metlics are the only units oni of 
using medical kits, which are 


~ qutomatically included in their default: : 


equipment. Medics can patch up a 
wounded soldier, which prevents them 


from slowing bleeding to death. 


Medics are incredibly valuable in the 
field, and should be kept out of harm's 
Way as much as possible. To have your 
medic heal a soldier, select the 
medical kit and then place the cursor 


Changes to a small icon of the medical 
kit. Press (5) 10 use it. Healing does 
not use APs, other than the number 
required to move to the target. 


RADIO OPERATOR 
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“i medics, radio operators have a 
very specific role. They are the only 
units capable of using field radios, 
which are required to order air strikes. 
Radio operators are specialized troops 
and, in the single-player campaign, 
Should only be used in missions where 
gir strikes are available. In battle- 
ground games, your squad should 
always include a single radio operator. 


on the wounded man. The cursor 


_ RANGER 
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Rangers are the all-purpose ‘cies 
Though they are automatically 
equipped with submachine guns, 
rangers are effective with almost any 


Standard firearm. Submachine guns 


are highly effective in the hands of a 
Skilled fighter, but you might want to 


consider swapping them out for a rifle, 


for low-rank rangers. They won't have 
us many alfacks available, but they 
will be more accurate. 
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The most dently soldier in your squad, 
 high-ranked sniper con hit very 
distant enemies with precision. 
Snipers are offen not included in the 
suggested soldiers for missions, but it 
is recommended that you always have 
two in your squad. Though sniper rifles 
require more APs to fire than less 
accurate weapons, a hit is almost 
always lethal. Snipers should also 
carry a pistol to attack close-range 
enemies and, thus, save APs for more 
important shots. 
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WEAPONS 
AND 


EQUIPMENT 


The Axis and Allied soldiers have 
necess to comparable equipment, but 
there are some minor differences. For 
the most port; however, the weapons — 
available to each team are fairly 
similar. Each soldiet-begins with a 


preselected complement of weapons — 
ond equipment, but often it will be 
important, if not outright required, that — 
you change their loudout. If you're up 
against vehicles, for instance, you — 
don't want to find yourself without — 
rockel launchers or AT grenades. In 
this section, we look at the various — 
weapons and equipment available to 


both the Allies and the Axis. 


ALLIED WEAPONS 
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1941 LMG 

Ammunition (default/maximum): 200/400 
AP cost: 4 

Caliber: 12.7 

Class: Light machine gun 

Fire rate: 8 

Range: 150 m 

Weight: 9.5 kg 


The 1941 


weapon, but it's devastating in the 


tight hands. It's very effective at close 


range, bul at longer range is best used 


by skilled marksmen. It's an excellent. 


weapon to use on tightly clustered 
groups of enemies. 


res 


Machine guns and submachine guns 
cun he very dangerous fo use, because 
missing your targel will inevitably alert 
enemies elsewhere on the map to your 
location. Be sure you have a clean 
shot before firing. 


Flamethrower M2-2 
Ammunition (default/maximum):.10/20 
AP cost: 4 

_. Coliber: WA” 

Class: Flamethrower 

Fire tate: | ye, 
Weight: 20.5 kg 


| much ammunition, and to employ it 
effectively you must move in-elose to 


the enemy. But there's no better 
Weapon for taking out a large group of 


enemies at close range. The sweeping 


— motion of the gun makes it more — 
effective than grenades, and if can — 


even he used against lighter vehicles 


. 
. 
. 
~ 
. 


Ammunition (default/maximum): 5/10 


AP cost: 6 

Caliber: N/A 
Class: Rockel launcher 
Fire rate: | 

Range: 150 m 
Weight: 6 ky : 
| ee Primarily used as — 
: ior an — anti-vehicle 
: weapon, the 


~ porooka is also highly effective at 


WEAPO! ON S, E 
AND VEHICLES 


+ 


~ helptul, as the bazooka cun destroy 
— focks, barriers, or most anything else 
blocking your soldiers from getting a 
~ Clean shot at the enemy. 7 


MI Rifle 

Ammunition (default/moximum); 80/96 

AP cost: 2 

» Caliber: 3.4 
Class: Rifle 
‘Fire rate: | 

Range: 200 m 

Weight: 3 kg 


| Of the best weapons 
“lin the 


arsenal. It's tight, has @ great range, 


APs when aiming. ) 
* M1903 Rifle , = 


~ Caliber: 7.62 “8 
~ Class: Sniper rifle 
~~ Fire rate: | : 
Range: 300 m coal 
Weight: 4 kg i 


Snipers, who are 


those in the immediate vicinity. 


faking down weaker buildings (likely 
~ killing anyone inside), taking out 
groups of enemies, and clearing — 
Obstacles. The latter can he especially — 


QUIPMENT, 


_ MISTIAI Pistol 


Ammunition (default/maximum): 15/30 
AP cost: 2 


» Caliber: 11.4 
Class: Pistol 
Fite rote: 1 
Range: 25 m 
Weight: 1 ky 


=| The MISIIAT is a 
lightweight pistol 
that isn't an ideal 


_ primary weapon. It does, however, 
make a decent secondary weapon. 
The MI rifle is one se it against enemies in very close 
 fange fo save action points, bul 
Allied otherwise stick to your more powerful 
guns. The pistol only weighs 1 kg, so it 
tnd @ very low minimum AP cost 0 most likely won't make a dent in your 
— titack. In the hands of a skilled ti carrying capacity. 
marksman, the M1 rifle cun take out a | 
large number of soldiers in a single 
turn, Less experienced soldiers, — i ARES 
~ hewever, will wont te" expend more eake (default/maximum): 120/240 
— Coliber; 12,7 
Class: Assault rifle 
Fire votes4 
Range: 150 m 
Weight: 9.5 kg 


oe The Allies’ assault 
J aie ‘is a good 
Pen general purpose 


~ gun. Firing four rounds per shot, it's 
) ’  gfeat for attacking one or more 
The =Mi903 is al 
Standard issue for — nto groups, it's likely to hit more than 
One opponent. Like machine guns and 
~ the backbone of a successful squad, he " 
has a fairly high base AP cost fo fire, 
butts great range makes up forits one 
drawback. Sniper rifles are best used § —_qitention of other opponents. 
fo take out enemies at long range, 
_ While your machine gunners deal with — 


M1918A2 Assault Rifle 


enemies near one another. When fired 


submachine guns, using it at long 


_ Tange is offen a poor iden, and you'll 
~ most likely miss and attract the 


MIA1 SMG 


Ammunition (defaull/maximum): 96/192 
AP cost: 2 

Caliber: 11.43 

Class: Submachine gun 

Fire rate: 6 

Range: 100 m 

Weight: 4 kg 


its low AP requirement. 


AXIS WEAPONS 


— i oe eee [hoe I ee 


FmW 41 

Ammunition (defaull/maximum): 10/20 
AP cost: 4 

Caliber: N/A 

Class: Flamethrower 

Fire role: 1 round 

Range: 30 m 

Weight: 21.3 kg 


Bean like the Allied 
flamethrower, the — 

FmW 41 is a devas- of enemies will usually take one or 
"2 two oul, and the eight rounds per shot 
hes! used against multiple enemies makes this a very powerful weapon if 
within close range, and will be ~ : 


instantly lethal to all but the though, und is best used against — 


- Pamzerfaust 60 
Ammunition (detault/maximum): 5/10 
AP cost: 6 

— Coliber: N/A 

_ Gloss: Rocket launcher 

| Fire rote: | 
Range: 199 m 
Weight: 6 ky 


lating weapon against soldiers. It's 


most experienced 
against! vehicles. 


643 Rifle 

Ammunition (defaull/maximum): 80/96 
AP cost: 2 

Caliber: 7.62 

Class: Rifle 

Fire rile: | 

Range: 150 m 

Weight: 4.3 kg 


ete The Axis rifle 7 
ln. Pah have quite igen mafia ta jets Oeattng | 
—_______jthe range of the — qt close range. More importantly, the 
Allies’ M1 rifle, but it's stilla very good = gp posy jg very low, making this a 
weapon. Like the M1, it has aq low AP = Weanon you can fire numerous times 
and still make it fo the safety of cover. 
hands of an experienced soldier. It 


allows a soldier to hit several enemies, 


cost, making it a deadly weapon in the 


usually lethally, in a single turn. 


opponents, enemies at close to medium range. 


Flumethrowers con also be used — 

 MP40 SMG 

Ammunition (defnult/maximum): 96/192 
AP cost: 2 

-— Coliber: 11.43 

Gloss: Submachine gun 

Fire rate: 6 

Range: 100 m 

- Weight: 4 kg 


— Korabiner 98 

Ammunition (defauli/maximum): 20/40 
AP cost: 6 

Caliber: 7.62 

Clos: Sniper rifle 

‘Fire rate: 1 

Range: 300 m 

| Weight: 4 kg 


like the 1941, the 
Lo MIAl fires six — 
rounds per shot, 


making it very deadly. it only has a — 
100 m range, making if slightly less 


single round. Because of its high AP 


and does a great deal of damage. 
Firing a light machine gun into a crowd 


— MP43 Assault Rifle 
Ammunition (default/maximum): 120/240 
| AP cost: 4 

Caliber; 12.7 

_ Class: Assault rifle 

Fire rate: 4 

- Range: 150 m 

7 eva 9.5 kg 

The Karabiner 98 is | 
| a sniper rifle, witha 
300-meler range. It 
has a fairly high AP cost, but itdoesa — 
great deal of damage, allowing the — 
User fo gel off several lethal shots ina — 
highly effective at medium fo close 
range, especially when you factor in 


~~ || light machine gun 
and fires fewer 


that each of your shots will be more 
though other classes will most likely 


| want something lighter. 


- P08 Pistol 

Ammunition (default/maximum): 15/30 
| AP cost: 2 

Caliber: 11.4 

Class: Pistol 

Aire role: 1 

Range: 25 m 

Weight: 1 kg 


| eee |The Axis pistol is, 
| Ce like the Allied , Grenades are an 
| as oe 


equivalent, a good 


— Secondary weapon, especially for 
_ Snipers. With its low AP cost, i's a — sae hidinn i 

great meons of attacking enemies in enemies hiding in trenches or behind 
the immediate vicinity. I's light isin ap cost is 4. but it's offen a 
enough to equip without detrimental — yood iden fo use more with grenacles 


every shot hits. It's fairly inaccurate, = effect 


vehicles and buildings, though if can 
he used against groups of soldiers as 
well. Remember that rocket 


The Axis rocket | YAH 
launcher is best 4, pc on any other type of 
used gains! soldier. They'll sop the bleeding for 1 
— wounded soldier, preventing him from 
bleeding to death. Medical Kits are 
launchers are an excellent woy a, ee 
fo clear obstacles, bul save : 
your ammo if you're playing on a 

_ Vehicle-heavy map. : 


_ Al Grenade No. 75 
Ammunition (default/maximum): 2/4 
AP cost: 4 

Class: Anti-tonk grenade 
Range: 15 m 


H's as heavy 0s « | Weight: 1.25 kg 


rounds per shot bu the MP43 assoull vie soldiers in mull 
i | player games. 
rifle is a bit more accurate, neanng These are extremely effective against 


~ effective. A good weapon for rangers, : vehicles and tanks, and a direct hit 
Cost, though, ifs a good idea fo carry 
: a pistol for close-range fighting. 


M634 LMG 

Ammunition (default/maximum): 200/400 
“AP cosh: 4 

Caliber: 12.7 

Glass: Light machine gun 

Fire rate: 8 

Range: 150 m 

Weight: 9.5 kg 


ee er 
| 7S an ey 


has a low AP cost 


AT grenades should 
he Standard 
equipment _for 


Cando as much damage as a bazooka. 
The only risk is that you must move in 
very close fo use them. Avoid the 
vehicle's 
approaching, and have a safe place to 
hide after it's thrown. 


line of fire when 


— Hand Grenade 
Ammunition (defaull/maximum): 3/6 
AP cost: 4 

Class: Grenade 

Range: 20 m 


Weight: 0.7 kg 


barricades and shorter walls. The 


fo make sure you hit your target. 
_ Grenades can also he effective against 
| lighter vehicles and weaker buildings. 


Medical Kil 
Ammunition (default/moximum): N/A 
AP cost: N/A 
Weight: 5 kg 


‘) Medical kits are 
Stundard issue for 
medics, and cannot 


a o 
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Range: WA 


number of available air strikes is 


scenario-tependent. 

AXIS EQUIPMENT 
Feld.Fu.b2 

AP cost: 8 

Range: N/A 

Weight: 10.5 ky 

: This radio is 


> 
| Standard-issue 
- 


small target ared. 


Hand Grenade 24 
Ammunition (default/maximum): 3/6 
AP cost; 4 

Class: Grenade 


Range: 20m 
Weight: 0.7 kg 


put your soldier in danger. 
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>) | provided to radio 
SS operators. as a 
secondary weapon, bul cannol be 
issued 10 other soldiers. The radio 
dllows the operator to call in air 
sirikes. In multiplayer games, one air 
sirike is allowed per reinforcement — 
period. In the single-player game, the 


equipment for Axis themselves 
radio operators, and is not available to kg 
other soldier classes. The radio allows 
the operator fo cull in air strikes, 


which will decimate anything in a i 


The Axis hand 
Ser, grenade is identical — 
fo the Allied — 


in everything but 
appearance. It's most effective against — 
enemies in trenches and behind barri- 
cudes, and in any situation where 
moving in for the shot would 
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Panzerwurmine 
Ammunition (default/maximum): 2/4 


NP cost: 4 
Gloss: Anti-tank grenade 
Range: 15 m 
> Weight; 1.35 kg 


The Axis anti-tank — 
grenade weighs a 
bit more than ils - 
Allied counterpart, but it performs the 
same function: taking down tanks. Use 
it against enemy vehicles, buildings — 
_ Where enemies are hiding, and, ina — 
_ Worst-Case scenario, enemy soldiers 
- The armored car is a lightweight 
combat vehicle. lt does a good amount — 
Of damage fo soldiers, but isn't ideal 
— figainst heavier vehicles. it can't 
Withstand much damage either: two — 
hits from a rocket launcher will take it 
flown easily. The armored cur, like 
 fanks, can only carry a single 


VEHICLES 


: Armored Car 
identical: they weigh S kg, and costno 


Action points: 24 


| Attack AP cost; § 
Armor: 366 
| : Capacity: 1 


oe = on —— 
Qty 
= 


awe 


~The Axis 88mm gun and the Allied AT 
gun are both very effective against 
 hoth vehicles and soldiers. The 
problem is that they are also very 
weak. Neither can take much damage, 
nd a single rocket destroys either 
Of them. 


— The heaviest of all the tanks is an 
_ Axis-only vehicle, and there is no 
Allied equivalent. It can take and deal 
out a great deal of damage. If you're 


Artillery 
3 5 Action points: 16 
In the single-player campaign you — 
Only have access to vehicles that you — 
— Commeandeer from the Axis. You Won't” — Egngciqy.j 
- $e the actual Allied vehicles except 
in multiplayer games. However, the 
differences between the two are — 
- Gimost non-existent. As a rule, the 
Allied and Axis vehicles are identical. 
_ There are three exceptions: the Axis — 
- half-track is weaker than the Allied 
— half-track, and the Axis team has two 
- Vehicles for which there is no Allied 
equivalent (the truck and the assault 
~— fank). 3 


Attack AP cost: 8 
Armor: 123 


lf you are using 
rtillery or heavy 
machine guns, and you don’t see any 


enemies, just fire a few rounds into the 
darkness, because you may hit some 
enemies! 


_ Assault Tank 
_ hetion points: 24 
Attack AP cost: 8 
Armor: 866 


Copacily: 1 


ey, ~~ SP 
3 
n 
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Up against an assault tank, be 
prepared to have at least two or three 
Soldiers prepared with AT weapons to 
lake it out. 


Half-track 


Action points: 25 

Attack AP cost: N/A 

Armor: 366 (Allied), 266 (Axis) 
Capacity: 6 


The half-irack is a well-armored 
iransport vehicle, though the Axis 
model is slightly weaker than the 
Allies’ half-track. The hulf-track | 


carry Up to six passengers. 


Heavy Machine Gun 
Action points: 20 

Attack AP cost: 

Armor: 30 

Capacity: | 


Heavy Tank 
Action points: 24 
Atiack AP cost: 8 
Armor: 766 

Capacity: 1 


— 


B 


For the Allies, this is as good as it gets. 
The Axis forces have the assault tank, 
bul the heavy tank is still a powerful 
vehicle. With great armor and a devas- 
tating attack, heavy tanks are formi- 
dable mobile weapons, and can lay 


-woste to buildings and most other 
~ vehicles quickly. 


Jeep 

Action points: 28 
Attack AP cost: N/A 
Armor: 123 
Capacity: 2 


You can use 
noncombat vehicles 


TIP 


us weapons hy driving over the enemy 
soldiers. Beware the tanks or enemy 


soldiers with bazookas or grenates, 
however. You are a siffing duck with 
you car if you run out of action points. 


Medium Tank 
Action points: 24 
Atiack AP cosi: 8 
Armor: 666 
Capacity: 1 


Medium tanks are slightly weaker than 
heavy tanks, but they're also more 
common in the multiplayer game. 
They can withstand a fair amount of 
damage, bul more powerful tanks can 
destroy them fairly quickly. 


Ip Always scout the 
ured. Place a soldier 


Truck 


Action points: 25 
Attack AP cost: N/A 
Armor: 166 | 
Capacity: 6 


An Axis-only transport vehicle, the 
iruck can carry up fo six soldiers. If 
has slightly more armor than the jeep, 
but like that vehicle, it should ideally 
he used only fo transport troops 
through unoccupied areas. 


><) 
er A 


in front of your tank. That way your om 2 


“ 


at all, and can be easily destroyed. 


Though weaker than the artillery, the 
heavy machine guns are good 
defensive weapons. They won'l be 
much use against anything but the 
weakest vehicles, bul they can easily 
lake down approaching foot soldiers. 
However, they have hardly any armor 


] _ . 


The jeep can move farther than most 
other vehicles, and has light armor to 
protect its two occupants. jeeps are 
best used for transporting troops fo 
Strategic locations, as long as that 
transporting is done through safe 
areds. 


tank can shoot the targets before the 
largels see you. 
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Starting lscatien 
Weeds 

Field 
German soldiers 
Water tower 


Number of team members: 5 
Number of air strikes: 0 
Suggested squad members: 1 heavy armament specialist, 
1 medic, 2 rangers, 1 sniper 


Primary goul: Destroy the water tower fo the north. 


Primary Route Secondary Route 
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near the main road. Select either of 
your rangers, then move to the 
barricade to the east. An enemy 
Soldier is standing on the rond nearby. 
Take him down with a single shot. If he 
doesn't go down, move another soldier 
forward and repeat. Once you 
eliminate the first enemy, move all 
your soldiers forward to the barricades 
hear the road. End your turn. 


Select your sniper and aim at the 
enemy standing in the hole ahead. You 
may have fo move a bit fo get a good 
Shot. Only move as much as is 
absolutely necessary—you'll want 
those action points for moving forward 
after firing. Once the second soldier is 
down, move your troops forward up the 
road, taking cover along the wall of 
the mountain. 
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Use the sniper to take out the German 


rive 


u 


fo the northeast. Two enemies are 


visible to the west, and one to the 
north. Move the sniper and another 
soldier into the ditch, then move the 
remaining members of your squad 
against the fence to the west of the 
road. Attack if you have action points 
remaining. Otherwise, go prone. 


“e ~ 


Attack the western enemies from the 
cover of the fence neur the roud. Move 
one of your rangers north. If the enemy 
there has reached the barricade, 
crawl up and use a grenade to take 
him oul. Otherwise, just shoot him. 
+ Remember to have 

ak 4 

NOTE the heavy armaments 
specialist use his rifle instead of his 


bazooka when ultacking single 
soltiers—to switch weapons, press 
then select "Use" from the menu. 


Sniper, away from your group and have 
them go through the field to the east. 
Have the rest of your squad move up 
the road and take cover near the 
houses. There will be a German strag- 
gling in the center of the map, if you 
haven't taken him out already. Get him 
tis soon as he comes into view. 


~ 


~ 
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A trio of enemies is standing at the far 
east of the map. Move your sniper into 
position, and then move another 
soldier near him. Use the sniper to 
lake out two, if possible. He can 
usually kill with one shot, so get two 
lethal rounds off, and then have his 
partner finish off the third enemy. After 
clearing the eust side of the map, 
move the sniper and his associate to 
the houses near the center. 


From the center, attack the visible 
enemies guarding the road to the 
north. There are two to the south of the 
water tower, which should be visible 
from your location. Use the sniper if 
he's close enough, but otherwise take 
Shots, even if the soldiers are a bit out 
of ideal range. Fire at them and then 
yo prone. When these two are taken 
oul, move all of your soldiers slightly 
forward if they can reach cover. 


Sams Rites 
A trio of soldiers will approach from 
the north. Arm your heavy armaments 
specialist with his bazooka, and try to 
fake out all three. if any Germans 
survive the blast, have the sniper or 
your rangers finish them off. If the 
heavy armaments specialist has any 
action points remaining, move him 
forward. Don't worry about cover; all of 
the Germans have been eliminuted. 
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The walter tower should he visible 
ahead. Have the heavy armaments 
specialist destroy it with his bazooka. 
Remember, to fire at an object, press 
(6). This will bring up the crosshair 
and allow you fo fire at any target. If 
the bazooka is out of ammunition, 
throw grenates al the tower until it is 
destroyed. | 3 
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Starting lecation 
Allied ferces 

severed barricade 
> Guarded ridge 
-Mertar squads 
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Number ofteammembers:6 = = 
ee ee 
‘Suggested squad members: 1 medic, 2 rangers, 1 radio operator, 2 snipers’ 
Primary goal: Secure the hill and destroy all three mortar squads in the area. 
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Primary Route — - ~ $econdary Route 
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Don't worry about the large number of 
Germans to the west; your squad won't 
be venturing that way. Your objective 
largets are on the hill to the north. 
Move your squad east to the two barri- 
cades, and attack the nearby German. 
Make sure at least one of your snipers 
is at the barricade on the south side of 
the ditch. 
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Order your snipers to attack the 
German a bit farther east on the ridge. 
He is stationed behind a barricade, 
and protected by the ridge, bul a 
sniper on the southern side of the 
ditch should be able to get a clear 
Shot. Move all your soldiers to the 
prone position, and make sure they are 
securely covered behind the barri- 
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There are two Germans behind a 
barricade to the north. Attack them 
with your snipers and finish them off 
with rangers if the snipers don't 
succeed. Begin moving your units 
ulong the ditch to the next barricades. 
You want two groups, each with a 
Sniper and a ranger. Have one group 
follow the ditch to the east, and have 
the other group go north to the split in 
the path, near the covered barricade. 


the east. Take up positions along the 
ditch, just south of the covered 
barricade. Have a sniper attack the 
farthest enemies, while the rangers 
attack the nearest enemies. If you 
don't eliminate them during your turn, 
go prone behind the barricade or in the 
ditch to prevent casualties, then defeat 
them on your next turn. 
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With your second trio of soldiers, 
begin attacking the Germans in the 
center of the map. One is stationed 
behind a barricade to the northwest, 
while two others are patrolling to the 
north. Take cover behind the nearby 
rocks or barricades, and continue 
attacking and taking cover until all the 


Germans are down. Next move two 
units east from this group to join the 
others. Make sure your radio operator 
is in this group. 


Move your lone unit, preferably a 
Sniper, Up fo the northwest to take out 
the remaining German in the center, 
but do not engage the Germans on the 
ridge. Move the larger group north 
along the eastern border of the map. 
When you reach the barricade, move 
everyone behind it and take cover. 


path fo the hill. Move your units out 
one hy one to attack. Have snipers 
attack first, followed hy rangers and 
the medic. If you don't have the action 
points to make it back to the 
barricade, take cover behind the 
foliage. If necessary, Use an air strike 
io clear out the area, bul make sure 
you have three sirikes reserved for the 
final assault. 
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Move the radio operator into position 
at the base of the hill. At least one of 
the mortar squads is visible. Order a 
Sniper or ranger to accompany him for 
support, but it most likely won't be 
necessary. Select the operator and 
then select his secondary weapon. 
Aim the ait strike at the visible mortar 
Squad, go prone, and end your turn. At 
the beginning of the next turn, the air 
strike will take out the squad. 


— ee ee 
oo So es 
«ead 4 : a 


A 
- 


farther up the path, until the second 
mortar squad is visible. Once again 
select the secondary weapon, then 
aim the air strike for the squad. End 
your turn and wait. Repeat this a third 
time for the final mortar squad, and 
the mission is complete. 
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You ‘squad begins split into two 
groups. Three soldiers are sintioned 
hear a heavy machine gun and some 
barricades. The other five soldiers are 
Standing near a half-irack. Select a 
ranger from the former group and have 
him man the machine gun. Move the 
other two soldiers into position at the 
front line of barricades, immediately 
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Move the remaining fie soldiers into 
the half-irack. Drive the half-irack up 
the road so that it is just below the 
barricades. You cannot get very close 
lo the barricades, so don't try to 
maneuver around the obstacles. Gel as 
close as you can, then unload all of 
your soldiers from the vehicle. Use 
their remaining action points to 
approach the barricades. Before 
ending your first turn, fire the heavy 
machine gun at the fog of war. You'll 
probably hit at least one German 
outside your range of view. 
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Tee or ‘tnee sani will now he 
visible. Attack them with the soldiers 
on the front line. Remember to switch 
primary weapons for your heavy 
armament specialists, saving the 
hazookas for the armored vehicles. If 
your frontline doesn't take out the 
visible enemies, use the snipers from 
the truck. lf the heavy machine gun 
has any action points remaining, fire 
into the fog again. 
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Move your other squad members into 


positions along the barricade behind 
the gun. Move at least one of your 
heavy armament specialisis to the 
barricade on the west side of the gun. 
This will be helpful later. Once all of 
your men are in position, set them all 
lo prone positions, and have them face 
— - perce a oo 


A large group of Germans are now 
visible. Have your snipers pick off 
those in the very back. Next, have the 
rangers and heavy armament 
specialists attack anyone in range. 
Finally, use the heavy machine gun to 
lake down any survivors. Do not have 
the radio operator attack with the 
others; he needs his action points for 
the moment. Keep some reserve 
action points. When most of the 
Germans are down, move everyone, 
including the soldier on the machine 
gun, back to the second set 
of barricades. 
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Before ending your om = the ‘ali 
operator call in an air strike, directly 
horth of the heavy machine gun, near 
the border of the visible area. The 
German armor will roll in on the next 
turn, and this will do considerable 
damage to the tank you're about to 
face, if not destroying it completely. 
The tank is a devastating opponent, so 
get rid of if as quickly as possible. 
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On the next turn, the chaos begins. The 
armored vehicles appear, bul most of 
your squad should survive the tank's 
initial attack. More Germans will roll 
in behind the tank, making your next 
turn vital. You only need fo destroy the 


vehicles, so you want concentrate all 
your heaviest firepower on them. 


The air strike wil Start your turn with i 
bang. Hopefully, it will completely 
destroy the tank. If not, have one of 
your heavy weapons specialists fire 
his bazooka at it. This should eliminate 
il. Use your snipers and rangers to 
Clear oul any Germans that threaten 
movement for your soldiers, giving 
them room to move if needed. 
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~ on your heavy weapons 
specialist fire into the side of the 
remaining vehicle. The side will take 
more damage, and two or three shots 
Should be enough to demolish it. If 
hol, use another soldier to throw an AT 
grenade its way, or use the heavy 
machine gun to whittle away its 
remaining hit points. Once the second 
vehicle is destroyed, the mission is 
complete. 
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Your sqund begins hidden behind a 
house. There are two groups of three 
Germans nearby. One group is 
Stationed fo the northwest of the 
house, the other fo the northeast. Move 
three of your soldiers west and attack 
the Germans to the north. You most 
likely won't get them all so, if you have 
enough action points, take cover 
behind the woodpiles and go prone. 
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Move your remaining soldiers lo the 
small alley between the houses. From 
here, atlack the three soldiers to the 
east. You have a slightly better view of 
these soldiers, so you might get them 
all. If nol, go prone behind the barri- 
cades to the north, or move back into 
the alley out of view. Use your next 
lurn fo take out any remaining 
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More Germans will be visible. Order 
your sniper to fire on anyone within 
firing range, and begin moving all your 
soldiers behind the barricades north of 
the house. The Germans take cover 
behind barricades and trenches, so 
Stay in this position until you eliminate 
them all, clearing the path through the 
trench running to the north. 
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Nove through the trench t the circle of 
northern barricades. If any Germans 
remain, take them out from here. Move 
all of your soldiers fo the barricades 
before proceeding, then move 
everyone into the trench leading north. 
Siay prone as you move through this 
trench. 
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Use snipers fo fake out distunt 
Germans. Machine gun fire may alert 
Germans near the cirfield, which makes 
forward progress ne difficull. 
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Continue trees te trench to the 
northeast, again staying prone. Do not 
ultack the Germans nearby. Continue 
through the trench until you reach the 
end, near the barricade fo the eust. 
Begin moving your soldiers to the 
barricade, keeping your sniper and 


most experienced soldiers near the 
front. Do not atiack yet. Stay prone, 
and select one inexperienced soldier 
lo begin trekking east toward the 
88mm gun. 


When y you » lee wale of the 88mm 
gun, turn and aim at the mounted 
German gun to the north of the shed, in 
the map's center. Once the mounted 
gun is down, fire at the shed to 
eliminate the Germans inside. Begin 
moving your men into position at the 
barricades. 


Use your most experienced soldiers 
and both of your snipers to fire at the 
Germans in the trenches. Eliminate 
them all in this round. If any survive, 
lake up prone defensive positions at 
the barricade. The enemy will have 
trouble hitting you from the distant 
lrenches and, with the mounted gun 
eliminated, the threat is minimal. 
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With the irenches clear, move your 
soldiers toward the storage buildings. 
A few stray Germans become visible, 
So keep action points ready to fire at 
them. You can use the 88mm gun to 
lake down the storage buildings on the 
east, but neither of these is your target 
_— 
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There are two tases buildings to the 
west. Have your heavy armament 
Specialis!, accompanied by your 
Snipers, head toward them. Take out 
the two Germans near the buildings, 
then ready the bazooka. Approach the 
Storage buildings and fire the bazooka 
at the building on the right: this is the 
Slorage building. The Henschel Hs 
293s have been destroyed. 
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The monastery in question is situated 
in the northeast corner of the map, but 
the road leading to it winds through 
the center. Move one of your soldiers 
west a short distance, until the 
German standing near the truck is in 
view. Attack him. Three more Germans 
are visible to the north. Move the 
remainder of your squad up to the 
house near these Germans. Do not 
attack until you have a full turn in 
which to do so. 
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Move your squad members to the sides 
of the house and attack the trio of 
Germans. If they've been alerted to 
your presence, they may take cover in 
the house. If so, enter the building to 
finish them off. Move your squad down 
the roud to the west. There’s one more 
German near a second truck, take him 
down, and continue fo the wall near 
the first bend in the road. 
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Two Germans are guarding the bend. 
Take your time moving into range and 
attacking them. You want to use your 
best marksmen, ideally your sniper, 10 
take them oul. Machine guns should 
hot he used, because you don't want fo 
alert the Germans on the hill. If you 
can't take the hill by surprise, getting 
to the command post is more difficull. 


-—--— 
eh 


The first section of road is now clear. 
Move all your soldiers to either of the 
trucks and drive up the road, past the 
first bend. Stop the truck just below 
the roadblock, which is visible on the 
ridge above. Remove your squad from 
the truck and move into position near 
the rocks below the roadblock. 
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Attack the Germans here, using 
marksmen for those in firing range. 
Kill the German near the barrels by 
lobbing a grenade up onto the ridge. It 
may require two grenades to hit him, 
So have two soldiers nearby fo do the 
job. This assault on the roadblock 
attracts an armored car; don't end your 


turn until all your soldiers are safely | 


hiding behind the rocks. 
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Select two of your soldiers carrying AT 
grenades, then make your way within 
range of the armored car. Keep these 
Soldiers on the level below the car so 
that if can't hit them. Lob two AT 
grenades fo take it down. If you can't 
hit it with grenades, use your heavy 
armament specialist to hit it with a 
bazooka. As two soldiers deal with the 
car, have two marksmen take down 
the two Germans patrolling to the east. 


a 
tn 


Move all of your soldiers into the small 
Strip of terrain between the center and 
horthern section of the round. Again, 
take cover behind the rocks and the 


barricades in the road. There isa large 


squad of Germans guarding the 88mm 
artillery guns, and so this firefight 
requires extreme caution. If you have 
action points after moving, use your 
Snipers to attack anyone within range. 


End the turn when all your soldiers are 
covered and prone. , 
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When attacking the Germans near the 
artillery, do not leave the cover of the 
rocks unless you're absolutely sure it 
is safe. There are some good shots 
among them, and opportunity fire will 
most likely be lethal. Stay out of their 
opportunity zones, and hit them from 
both the road and the rocks. Take out 
the closer Germans first, leaving the 
further enemies for the next turn. If 
you have any trouble, use your air 
Strike to clear out the areq. 
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After the soldiers near the 88mm guns 
have been eliminated, send two 
soldiers to commandeer the artillery. 
Train the guns on the northeastern 
command post. There are three guards 
al the post, and all three must he 
killed. Fire at them with the 88mm 
guns until you defeat them, or call in 
un air strike if you haven't used it 
previously. Once the guards are gone, 
you've completed the mission. 
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Your squad begins in a plaza near the 
Garda Lake. Three Germans are visible 
immediately to the north, near a pair 
of trucks. Walk one of your soldiers up 
fo the barricade and attack the two 


Germans south of the trucks. The. ) 


German to the north can not be hit 
from your current position. Select your 
heavy armament specialist and send 
him into the house near the trucks. 
Send the rest of your squad to the 
barricades fo the west. 


lrucks. Select your heavy armament 
specialist, exit the house through the 
north door, and destroy the truck. If the 
German hasn't entered the truck, 
attack him with a rifle. More Germans 
ore be visible fo the west of the plaza. 
Have one sniper take oul any enemies 
in range, while two more soldiers go 
into the house on the south side of 
the plaza. 


fo the south door. Exit the house and 
immediately attack the two nearby 
into range of the plaza, so take oul 
anyone in view. There are several 
Germans fo the north, but they aren't in 
attack range. Move all your soldiers 
back to the plaza before proceeding. 
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Begin moving northwest through the 
town. Use the houses as cover and 
lake out the patrolling Germans as 
they come info range. Continue 
moving north through the streets. 
You'll see a group of four Germans 
behind a northern building. Move 
foward them, ending each turn with 
your soldiers safely behind the cover 
of buildings or barricades. 


As the Germans move out from behind 
the building, pick them off from the 
sireel with your best marksman. As 
you move toward the building, two 


more Germans come into view, 


patrolling the road to the west. Take 
them down with snipers. Continue 
moving toward the northern building, 
securing the squad in covered 
positions before ending each turn. 


Send two soldiers through the building 
fo take oul any Germans remaining 
behind it. The town is now clear. The 
trucks in question are north of the 


lown, SO your still has some 
work to do. Send your ranger to the 
88mm gun, situated near the lake. 
Begin moving the rest of your squad 
north along the road. 


At the end of the road is a gate, 
guarded by a solitary German. Attack 
him with a sniper or the 88mm gun. Be 
careful when firing the artillery; you 
don't want fo hit the soldiers north of 
the gate, or they will pour out and 
overwhelm your squad. Once the guard 
is eliminated, move everyone north to 
the gute, but do not proceed through. 


SiesmaGun 
The trucks are located just to the north 
of the gate. They are heavily guarded. 
Move your soldiers oul one by one fo 
attack any visible guards, and then 
use the 88mm gun fo atlack any 
Germans remaining in range. Some of 
the Germans take cover behind the 
lrucks, so move in on your next turn. 


Move your team through the gate and 
up to the barricade near the truck, 
finishing off any Germans in range. 
Arm one member of your squad with 
grenades, and approach the trucks. 
Lob the grenades over the trucks al any 
Germans faking cover there. Once the 
last of the truck guards is down, the 
gold is yours. 
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Number of team members: 5 
Number of air strikes: 0 
Suggested squad members: 1 heavy armament specialist, 1 medic, 


— 1 ranger, 2 snipers 
Primary youl: Find your way to the Italian resistance-controlled 
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You begin at the base of the mountain, 
hear a barricade and a dam, acting as 
a bridge across the lake. A group of 
Germans is in sight, moving south 
tilong the dam. Immediately move one 
of your snipers near the barricades 
and take out the Germans. If he can't 
get them all, use your second sniper fo 
finish them off. Move your squad 
foward the bridge. 
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Begin moving cautiously across the 
dam. The far side is occupied by a 
fairly large group of Germans, who 
come into view one al a time as your 
Squad moves north. The first German 
you see will be near a half-track, so 
lake him down with a sniper as soon 
as he's visible. This will alert a nearby 
German, who will approach the dam 
on the enemy's turn. Be sure your 
squad is prone when he approaches to 
avoid casualties. 
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Continue moving north, taking out the 
Germans as they come into view. They 
Will not be easy to hit. There is plenty 
of natural cover on the opposite side, 
and they will hide behind boulders and 
trees when needed. The Germans also 
have a trench on their side, giving 
those within it additional cover. Your 
first priority is to get across the dam to 
the barricade on the far side, but take 
out anyone you can along the way. 
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After your squad reaches the far side 
of the dam, fire al any Germans in 
view. Remember that the bazooka can 
easily eliminate cover objects, so fire 
it af any boulders that are preventing 
your men from aiming. 


Do not move north of the hall-track 


before the dam ared is clear. An army 
of Germans is ahead, and you don't 
want to attract their attention. 
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Move eust to make sure you've taken 
out all the Germans in the area. The 
next section is fairly difficult, and you 
don't want any enemies sneaking up 
on you and making it more difficult. 
Leave the half-track for now. You'll use 
it shortly bul, for now, begin assem- 
bling your men near the large rock 
formations near the road leading 


Bl. ekard) ne <c $B)\0 ex 
Go prone near the rocks, making sure 
you are securely covered. Have three 
men on each side, then have your 
squad begin firing at the Germans 
head. Take oul the closest Germans 
with your medic, ranger, and heavy 
armament specialist (using his rifle), 
then hit the farther Germans with the 
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A large group of Germans is heading 
your way. Move out from the rocks and 
pick them off. Be sure to stay out of 
their opportunity fire areas, and leave 
enough action points to return 10 cover 
affer each attack. Take oul as many as 
you can, but don't leave any of your 
men vulnerable. 
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Another wave of Germans approaches. 
The allied forces to the northeast will 
assist in attacking the Germans within 
their range. They'll also distract the 
Germans, many of whom will he 
concentrating their fire on the 
computer-controlled allies. Once the 
approaching Germans are eliminated, 
Snipe at those farther north. Keep 
attacking until the entire area is clear. 


Once the northern area is clear, | 
your men into the half-track. Drive up 
the road, then turn right in the 
clearing. Run down any surviving 
Germans with the half-track. Continue 
driving toward the Allied forces. Once 
you reach them, you've successfully 
escaped with Mussolini's gold. 
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This henvily-occupied cred presents 
you with a challenge. Germans are 
everywhere, and the final area is 
extremely well-quarded. Luckily, you 
don't need fo engage these guards. 
You can split your large squad into two 
groups and more quickly clear the 
opening area, but it's better io keep 
them ake and have backup fire. 


Move one of your more experienced 
soldiers a tad west, and immediately 
lake out the two Germans on the roud. 
You see three more Germans to the 
northwest, patrolling the road. Use any 
remaining action points to fire at 
them, then use a sniper to finish them. 
Move your remaining soldiers behind 
the house fo the west. 


Your attack attracts the attention of 
three more Germans fo the northwest. 
One of these takes control of a mounted 
gun. These soldiers are well-covered 
and difficult to attack without making 
your men vulnerable. Use one of your 
heavy armament specialists to take out 
the barricade and the gun. Use you 
Snipers fo attack the other two, who are 
easier 10 hit without the barricade. 
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More Germans approach. Take cover 
behind the walls and houses and 
attack them. The many objects make il 
difficult to get a bead on an enemy, 
even when he is close. Therefore, 
sifely should be your first priority. 
Make sure all your team members are 
covered when you end a turn, and 
make sure they are facing any 
enemies in sight for potential attacks. 
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Turn your attention io the main road, 
leading up fo the eastern artillery 
location. Move your squad into 
position to attack targets on the road. 
Have your snipers and heavy 
crmament specialists lead the way. 
The road is guarded by another 
mounted gun and several foot soldiers. 
Use a few bazooka blasts to take down 
the gun, and have your snipers attack 
the nearby soldiers. 


iS you move forward, another group of 
Germans enter the town from the 
north. Stay defensive until you can 
eliminate them, then move north up 
the road. A group of three Germans is 
patrolling the area just south of the 
artillery. Move your men into the road 
and eliminate the trio before they have 
a chance fo seek cover. 


The artillery itself is well-quarded. You 
don'l need to engage these enemies; 
get the arlillery in view, and then call 
in an air strike. However, if you want 
the experience, it is possible to clear 
the compound. Situate your squad to 
the east of the road, and begin firing at 
anyone in sight. The Germans will 
begin moving toward the gunfire, 
allowing you to pick them off as they 
come into range. 


Clearing the compound i is difficult Itis 
a well-defended area, with plenty of 
barricades and trenches. This 
Situation forces you to approach, and 
gives the enemy many chances to 
attack as you do. Keep cover, and use 
bazooka shots and grenades liberally. 
Do not, however, use the air strike. You 
heed it for the final attack. 
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When the compound | is clear, or when 
you decide the risk isn't worth the 
experience, move one of your soldiers 
forward so that the artillery is visible. 
Select your radio operator, and make 
the radio his active weapon. Call in an 
air sirike on the artillery, take cover, 
and wait for your next turn. The air 
strike destroys the gun, and the 
mission is a success. 
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The mission briefing informs you to 
avoid contact with the enemy. Do this 
whenever possible, bul sometimes 
combat is unavoidable. The ouler map 
etiges are filled with enemies, and 
keeping these Germans unaware of 
your presence is critical. 


Move all of your soldiers fo the wall 
west of your starting point. Two 
Germans are visible to the west. Watch 
their behavior. Make your next move 
when they are both facing away from 
your group, and then move toward the 
building ahead. Move everyone fo the 
east side of this building. 


Continue watching the soldiers to the 
west. Again, only move when there's 
ho chance of them seeing you. Move 
everyone into the house directly 
across the road. 


If they spot you, 
immediately kill the 


yr apraa, 


Soldier who saw you and any other 
Soldiers near him. Use a sniper if 
possible; stray machine gun bullets 
Will alert the large groups of soldiers 
on the border of the map. 


Avoid the large plaza to the north of 


your current position. Go to the house 


fo the west is a house. Check the 
positions of the two soldiers to the 
south. When they turn away, move your 
soldiers out the northern door of your 
current building, and across the road 
into the house. 
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Your next forget location is a building 
to the northwest, next fo an alley. Stay 
wary of the soldiers to the south. When 
the path is clear, move everyone to the 
next building. Go prone in this 
building, and stay away from the 
windows. 


steeeeeteee 


SPREE EERE TREE EERE RRR RTE R HEHE RHEE EERE He eee eee bene 


sheer 


PPPS RELI IE SECRET RTARTA 


PPS SARS S LEASES EASES E SEES EEE T REAR TERETE ES 


SVT A 


oS you wail to make your next move. 
These are good candidates for combat 
if they are passing by. They have a 
fairly lengthy patrol route, so you may 
nol encounter them al all. if you do, 
have a sniper take them both down, 
bul make sure there are no other 
Germans in the area. If there are, wail 
until the duo's rovle takes them far 


There are two buildings next to each 
other across the western roud. Move 
your soldiers into the northernmost of 
these two. When you can move again, 
move into the building north of you. Go 
prone to avoid being seen through the 
windows. The patrolling duo can 
Cause you problems in this building, 
$0 if you haven't taken them out, and 


they are nearby, do so now. 
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Move everyone to the next building is 
across the road, go prone, and wait for 
your next turn. Select both of your 
Snipers and move up to the house fo 
the north, near the road. Use the 
building os cover. Two Germans are 
patrolling this road, and you need to 
kill them both. Do not attack them 
unless you have enough action points 
fo get them both. When the road is 
Clear, move your squad into this house. 
The French Resistance safe house is 
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ucross the road, past the trenches and 
the barricades. Wait until the road is 
entirely free of patrols, then move your 
men across the road, taking cover 
behind the wall. On your next turn, 
move one of your soldiers into the safe 
house fo meet your contact. 
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heavy armament specialists, 1 medic, 2 snipers, 3 rangers — 
the German command-post bunker, and kill the high-ranking officer inside. 
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On this dangerous and difficult 
mission, the map is overrun with 
German forces, and there's no way 
around them. The Germans also have a 
maze of trenches at their disposal, 
making easy shots hard to come by. 
Proceed carefully. First, send a soldier 


~- 


wes! fo take out the two Germans in 


the trenches. Take cover behind the 
wall. Send a heavy armament 
specialist west and fire the bazooka at 
the wooden bunker to kill the German 
inside. 
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Select your second heavy armament 
specialist and fire the bazooka at the 
wall to the east fo destroy it. Move him 
and your snipers to a safe position 
north of the newly demolished wall. 
Don't end your turn until everyone is 
prone and covered. Move your snipers 
into position to fire into the eastern 
lrenches. Take out everyone in range, 
then return 10 cover. 


Move your heavy armament specialist 
fo the eastern bunker. Have him take 
cover against the wall of the bunker, 
but do not attack until the beginning of 
your next turn. When he has all of his 
action points, move a bit north and fire 
his bazooka the barricade in front of 
the mounted gun. When the barricade 
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is demolished, fire at the gun itself. 
Move back fo the bunker. Move your 
Snipers in fo take oul Germans who 
have moved into range. 


Select a ranger and send him to the 
armored car. Begin driving northeast 
ulong the roud, firing at any Germans 
Still occupying the trenches. Continue 
up fo the ridge formerly occupied by 
the mounted gun. Attack the German 
in the trench nearby, then drive west. 
The armored car can take damage, bul 
you still want to keep it intact. Having 
the car in your possession will make 
getting through the northern section of 
the map easier. 


Use the car to take oul any remaining 
Germans on the map's southern half. 
One German is secure in a bunker to 
the starting point's northeast. Have 
one of your soldiers go prone and 
crawl over fo the bunker. Stand up 
oviside the opening and fire at the 
German inside, or go through the door 
on the northern side. Do not fo get into 
line of fire while approaching. After 
eliminating the German in the bunker, 
move all of your soldiers north, taking 
cover behind the barricades and in the 
irenches. 


1 RR cy 
. os aoa > 
Poi oy -? —* « 
ae . ; 
“SEIS : 2% ; 4 
, « + 


Drive the armored car toward the 
northern trenches. Attack all of the 
Germans in range, hut don't waste 
Shols on the mounted gun near the 
officer's bunker. Move one of your 
heavy armament specialists into 
range, and fire the bazooka at the 
barricade in front of the gun. When the 
barricade is destroyed, fire the 
bazooka at the gun. Move the heavy 
armament specialist to cover. 
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Now begin sweeping the map. The 
positioning of the barricades and the 
trenches makes the Germans difficult 
fo hit. Use the northwestern bunker, as 
well as the barricade just south of it, 
for cover. Move your men out from 


secure positions to take any available 
Shots, but always return to cover. Use 
the car fo get most of the Germans, 
especially those clustered near the 
officer's bunker. 


utiack the two mounted guns. 
Concentrate primarily on the gun north 
of the officer's hunker. Use a bazooka 
Shot fo take the gun out if the path is 
Stile. Remember: You can use the 
armored car for cover if necessary. 
Once the guns are down and the 
majority of the Germans have been 
eliminated, begin moving one of your 
rangers toward the bunker entrance. 
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fortified, with two 
walls preventing any direct shots from 
the outside. Approach him cautiously: 
Walking through his line of sight to 
tiltack means instant death. if you 
Cannot approach safely, move another 
Soldier around the back to attack from 
the rear. The officer cannot split his 
attention, so flanking him allows one 
of these soldiers to move into position 
and fire. When the officer is elimi- 
nated, the mission ends. 
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Suggested squad members: 2 heavy armament specialists, 1 medic, 1 radio operator, 2 snipers, 2 rangers ee 


Primary goal: Advance to the bridge and eliminate all the German forces on the Opposite side of the river. os 
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Although the river's south side is 
heavily guarded, you should be able to 
eliminate most of the resident 
Germans in a single turn or two. Those 
that remain, however, will he difficult. 
Begin hy moving two of your soldiers 
fo the barrier to the west. Throw a 
grenade at the fountain fo clear if, then 
attack everyone in the plaza. if you 
have action points left, attack the two 
Soldiers in the yard west of the plaza. 
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Begin moving the rest of your soldiers 
around to the house's northeast corner 
near the starting point. Attack the two 
Germans patrolling due north. Kill the 
German near the heavy machine gun 
next; otherwise, he fakes control of 
the gun and makes things difficult for 
you. Finally, attack the two Germans fo 
the plaza's west if you haven't taken 
them out yel. 
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ure visible through the train cars. Move 
i few of your soldiers between the 
cars and eliminate them all before 
they spot you. Return fo the soldiers 
near the plaza. Move them both to the 
barricade in the road fo the northwest, 
then go prone. Move your remaining 
soldiers up fo the barricade in this 
area's northeast corner. 


Now you must clear out the northern 
building. There will he at least one 
German occupying the building. If you 
aim right, you can hit him from the 
barricade in the road. If you can't get a 
Shot, sneak up fo the window. 
Attacking through windows is easiest 
if you approach from both sides—the 
enemy will need to choose a soldier 
on whom to focus his opportune 
attack, and then your second soldier 
cun sneak up fo the window or into the 
door fo finish him of. 


Two more Germans are still near the 
house, so send someone around back to 
finish them off. This cun be done to the 
eust of the occupied building, or hy going 
through the buildings south of the heavy 
machine gun guarding the bridge. This 
machine gun is your next targel. Move 
one of your heavy armament specialists 


bike titad Rec 
through the buildings and stop behind the 
train car. Give him at least two escorts, 
and have some other soldiers enter the 
yard south of the gun. Use the bazooka to 
destroy the barricade and the gun. 
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After the gun is destroyed, fight the four 
Germans guarding it. Attack from both 
the train yard and the yard to the south 
of the gun; a two-pronged assault 
prevents you from being pinned down, 
and allows you to take out all the 
enemies in a single turn. There are two 
more Germans in the town, bul they 
don't pose a threat. if you want to 
eliminate everyone, you can find them 
both in buildings (one to the west and 
one to the eust) in the wootls. 


Move all af your men fo the bridge's § 
Side. The trip across is treacherous, so 


move slowly and cautiously. Stay prone 
for most of your trip across to the north 
Side, and slop as soon as you sight the 
enemy. The most dangerous area is north 
of the bridge, where two heavily guarded 
barricades have been set up. 
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To deal with the barricades, select 


your radio operator and then select his 
secondary weapon. Call in an air 
Strike on the first barricade as soon as 
it is visible. There are two areas that 
ure ideal for your second air strike. 
Either the second barrier or, even 
better, the trenches to the river's north. 
Though the second barricade is more 
heavily occupied, the Germans in the 
trenches make progress along the 
bridge difficult if they snipe al you. 
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lf the second barricade is intact, 
selec! a heavy armament specialist 
und fire o bazooka at it as soon as you 
ure in range. Use your snipers fo clear 
out anyone else directly in your line of 
Sight. Move carefully to the bridge's 
north side and take cover. Use caution 
when attacking the last few enemies 
hiding in the trenches fo the northeast. 
When they are all eliminated, the 
bridge has been captured. 
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control. Hold them off until reinforcements arrive. 
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Before starting the mission, arm both 
of your rangers with bazookas in 
addition to their standard primary 
weapon. If cosis you some action 
points in the field, but it pays off near 
the end of the mission. Also, equip 
everyone with a few AT grenades. 
When your team is equipped and 
ready, start the mission. 
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There are reinforced barricades 
near the mission area's center (see 
map). Move your men to these, with 
the majority moving fo the barricade in 
the southwest. Make sure your snipers 
are al-the southwest barricade. At 
least one heavy armament specialist 
Should be al the center location. You 
only need a single ranger at the 
northeast barricade. This arrangement 
gives you a good line of sight to the 
north field and to the roads to the 
northwest and southwest. 
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Attack any Germans 

end your turn. A few more Germans 
trickle into your line of sight. Try to get 
them all—the next wave will he 
larger, and you don’! want stragglers 
making your joh more difficult. The 
fences in the map's center may cause 
uiming problems. Use bazookas to 
destroy them if necessary. Go prone 
when there are no more Germans in 
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On your third turn, Germans pour in 
from all sides. It seems overwhelming, 
bul be patient. Your men are relatively 
Sife behind the barricades, and as 
long as you go prone at the end of your 
lurn, your squad should be free from 
attacks for the time being. Attack 
everyone you can, using bazookas to 
clear obstacles and hit clustered 
groups of Germans. Only use bazookas 
if absolutely necessary—you'll need 
them shorily. 


Pay close attention to the southwest 
road. The Germans entering from this 
point have better cover from your fire, 
and can sneak up close if you don’t 
take them out quickly. Have one of 
your snipers concentrate his fire on 
this area, and save some action points 
lo give him opportunity fire at your 
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Germans stream in. Continue 
attacking those in range, and have 
your northwestern soldiers atlack any 
Germans coming in along the eastern 
ridge. If these soldiers make it to the 
buildings, they will be more difficult to 
fake down later. There will still be 
plenty of Germans in the field after 
your next turn, but they will move into 
attack position. Go prone when you've 
depleted your squad’s action points. 


Here comes the difficull part. 
Hopefully, you haven’! used your air 
Strikes. Three tanks are headed your 
way: two near the northwest road and 
one on the southwest road. Select your 
radio operator and order air strikes 


southwest tank, then hit either of the 
two to the north. The tanks will get to 
move before the air strike hits, so 
"lead" them a bit by calling in the 
Strike a bit ahead of the tanks’ current 
positions. 
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The air sirikes should take out two of 
the tanks, but even if they aren't 
destroyed, you should be in decent 
Shape. Select your soldiers carrying 
hazookas and lay into the tanks. If the 
southwest tank is intact, move 
soldiers from that area toward it, 
avoiding its line of fire, and throw AT 
grenades at its hull. Once the tanks 
ure destroyed, check the barricades. If 
the tanks’ allacks damaged them, 
move the vulnerable soldiers to safety. 


finish off any foot soldiers remaining 
on the map. If they’ve managed fo take 
refuge in buildings, take your time 
until you have a clean shot. You must 
clear the map entirely of enemy 
forces, so pay close attention, bul he 
Cautious so as not to have casualties 
this late in the mission. When the last 
German falls, the bridge is secure. 


30 


ie 


~ 

t 
bat. 
re es 
: 


1g lecatien 


ie. 


ft 
og 
: 


Li 
7 


ne 
oe 
-.. 
Sy 4 
a 


“ German patrel 
'- Large German 

ferce 
Assault tank 


x = [POC SORBRS CS DERE RAEI ES CAB SMR ey RTRULIRIF : eae sueers Oa ye AA. 
> . 
5 J 


‘ 
t 
: : a : a ‘ ° 
‘* Primary Route -- -———- 
re P ex 


' : 


a, : 
at 
a 
- <: 
= “ 
yy of 
i 


“==. 


Cn... 
a Ser, 


. ob tect So 
Stan anes ns eal 


scora tree? 


v 


: ; Ba Cae SS x 
, . ; ae ot - Ks Sood 
specialists, 1 medic tn 
‘we > ; | 
. ‘ aa ino. - ye y : 


sy 4 ‘ Ms , “ f : 


fown fo the cable car transport io 
change FAS oat oy 


> 


o) | 


4 re} ; am ; | 
lab ne | 
e «* : ' 


iF 


a * 


“ 


ee 


* ee 


One abe mae 


awn ete 


~— te 


—_ 


— 


— 


—— 


— 


Th SE TS FIP ee SD 


a gh 


n> ea ete ae SS OE ee 


ee ee ee ee ee ee 


Ce er  - o eeee 


ee 


| 
| 
; 
: 
} 
j 
7 
: 


ko 
— 


BS ae Ne Se ye tn te i. 


=| [utes 67] 95 | a 
Move soldiers to positions on either 
side of the building near the starting 
point. There is a wall on the left that 
can be used as cover, and a barricade 
on the right. From these two positions, 
lake oul as many of the visible 
enemies as possible. There are natural 
obstructions, so you won't be able fo 
hit them all without making your 
soldiers vulnerable. tt's better to hit 


those from safe positi nd 
you can from positions, a 
then go prone. 
“ek Oo} Oa Reo —— —T “Eo. 4 See oa BAA es ee ene 
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The remaining Germans your 


position, and another few move in 
from the northeast. Siay near the 
building and take them out as they 
opproach. Use grenades fo destroy 
obstacles if necessury, but save the 
bazookas for later. Begin moving your 
entire squad north. 


Clearing fo the northwest. Take cover 
ot the barricades north of the starting 
point and use your snipers to take 
them out. Move cautiously north. Have 
your stronger forces lead the way— 
the trenches ahead are occupied, and 
you don't want them taking you 
unawares. 
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Get your better marksmen into position 
and take them out. The best locations 
ure the two barricades south of the 
french, but depending on the patrol's 
position, you may encounter them 
before you reach these. When the 


patrol is eliminated, move everyone up 
fo these two barricudes. 
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The next battle will seem difficult, but 
it's quick if you're ready for it. The 
Cable car transport building is heavily 
occupied, so make sure everyone is at 
the barricades. Before attacking the 
Germans inside the building, kill any 
enemies ovuiside the building. Then 
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Fire a shot through the building's 
opening. The Germans begin 
Streaming oul. There are many of 
them, and they're blocked by barri- 
Cades, making it somewhat difficult to 
hit them. Use bazookas to clear the 
barricades if necessary. You need the 
bazookas for the final portion of the 
mission, so don't waste ammunition. 


them all out. After defeating the 
second wave, remain in place until 
your next turn. Once you have all your 
tiction points, move everyone across 
the trenches and fake cover against 
the walls on either side of the gate. 
Don't leave anyone in front of the gute. 
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inside. Take it out before it makes its 
way fo the gale and attacks you. 
Select one of your heavy armament 
specialisis and move him into 
opening. Fire the bazooka al the tank 
tis many times as you can, but keep 
enough action points to move back fo 
cover. Repeat with any soldiers 
carrying bazookas, then end your turn 
when everyone is safely out of the 


The tank tolls closer. Reneat the 
process, staying out of its line of fire. 
Keep firing the bazookas and, if the 


ee 7 > 
lank is close enough, send some 


soldiers in with AT grenades. You 
should be able to destroy it during the 
second round of attacks, so you can be 
less cautious about returning fo cover. 
Use all of your action points to destroy 
it. When the assault tank is destroyed, 
you complete the mission. 
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Move the heavy armament specialist 
into the french to the north, then begin 
moving your other soldiers toward the 
barricades fo the northeast. Another 
artillery gun is situated ahead. This 
one is more difficult to hit. A tree 
blocks any straight shot from the 


atlack everyone who comes into view. 
When the soldiers stop coming, move 
fo the entrance on the eust side of the 


barricade, so you need to move your 
| second heavy armament specialist to 
fetes) — {he west in order fo hit it. Make sure 
pS OTBR: ar you get it with the first shot or you'll 
f Your squad begins the mission in : Ce Aa 
vulnerable area. Though two large — cover, and finish off any soldiers in the : . 
Walls prevent the majority of Germans — trenches. Continue moving north. You 
from being able to shoot in, there are ——_—will see enemy activity ahead. There 
humerous enemies nearhy ond are three soldiers guarding an artillery 
i nowhere fo take cover. You must — gun. It is active, so be very cureful. Inside the compound, you will find 
| attempt fo fake out everyone in sight — Don't worry about the soldiers at this humerous scientists. Though the 
during your first turn. Have the less point; they're very difficult to hit at the mission briefing says you need to kill 
experienced soldiers take out the two — moment. all the research center personnel, you 
soldiers on the west side, us well as : only need to kill enemy soldiers. Your 
| 3 of the scien- 
1 The next order of business is dealing 
with the Germans stationed around the 
 Orlillery. They're well barricaded, 
- moking it difficult to aim. Luckily, this 
: means they can't hit you, either. Move 
the ensiern heavy armament 
specialist up the trench to demolish 
is the barricades neurby, while the 
[er iKim western one takes out those near him. 
You need fo move one of your heavy — Take your time, and destroy the barri- 
armament specialists into position to calles one by one. As you do, use your 
hil the artillery, and you don't want fo 
i including snipers, to clear oul the east —_—miss. If you alert it to your presence, it 
two Germans behind the barricades men. There's a position west of the You will encounter more: soldiers in 
’ directly north of the wall. Next, snipe main rond where he has a clean shot. the research center, but they are easily 
‘ the Germans stutioned on the ridge, © Destroy the artillery. disposed of. The halls are short, and 
ie just at the etige of your line of sight to you can move in and attack in a single 
i the northeast. lf there are any soldiers round. When all the soldiers are dead, 
' in the nearby trenches, use grenades — move into the room in the northeast 
Eee fo kill them. : corner. The nuclear bomb prototype is 
| 3 stored here. Throw a grenade or fire a 
7 bazooka at it, and it will be demol- 
, | ished. With the prototype destroyed, 
' ? tea cen you've completed both the mission 
| — Seek PAED ond the single-payer campaign, 
| : Soldiers begin coming out of 
{ 7 ae os NE a research center's doors. Stay pul, and 
| | SATE 100}</92) || Sipe at them as they approach. These 
| : oKims Sec ~—s soldiers are easier to hit than those 
; 3 _ guarding the artillery, as they will be ‘ 
| running into open areas. Keep still and — We 
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Slight advantage 
’ atthe beginning, 

even though they 
only control one rally point. The 
Axis has three rally points, but two 
are fairly for from the starting 
position, and there's only a half- 
track within easy reach. The Axis 
feam should keep some soldiers 
ul the base fo protect the rally 
point. They should also use the 
half-track to move quickly across 
the bridge to the eust. By doing 
this, they reach the heavy tanks in 
the northeast corner and the 
nearby artillery, which will help 
defend the enstern road from 
uipproaching Allied forces. 


The Allied 
forces start out 
Stronger, and if 
they act fast 
they can maintain the 
advantage. They hegin with a 
medium tank within easy reach 


of the starting point, and 


another to the southeust. The 
Axis team will likely he scram- 
bling fo reach the northeast, so 
Allies can attempt to head them 
off and, hopefully, grab the 
heavy tanks for themselves. 
Otherwise they can storm the 
Axis hase, which will likely be 
defended by a skeleton crew. 
Either way, the Allies can grab 
any of the three Axis rally 
points early without fearing 
opposition. 
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nt on this map is 
protected from nearby heavy machine 
guns. These won't be much use once 
lanks get involved, but they can be a 
great help against soldiers. 
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The Axis team starts in the northwest 
corner, bul its strongest weapons, 
including two heavy tanks, are in the 
northeast corner. Both teams will 
likely make a beeline for these tanks 
early on. 


E27 Org een 
the tanks, the 
northeast is protected by artillery. This 
helps prevent forces from 
moving in and protects the southern 
rally point. 
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defended, with two heavy machine 
guns strategically stationed near the 
front. The Allied team should keep 
these operational while out 


The Allies have two medium tanks at 
their disposal right from the outset. 
These can be used for an early attack 
on Axis rally points, while other Ailied 
iroops use the half-irack to reach the 
coveted heavy tanks. 


_« 


The Allied buse and rally point are wel 


The Axis rally point to the east is 
yood early target for the Allied team. It 
will likely be undefended at first, 
though the artillery on the ridge may 
problems for any troops left 
defending it. . 
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Number of Axis rally points: 2 | 
Number of Allied rally points: 2 
“\, Reserve interval: 4 turns — 
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The teams’ selups are nearly 
identical on this map. Both 
begin with equivalent vehicles 
und weapons, and each has two 
rally points with similar 
defenses. Either team can take 
defensive or an aggressive 


stance, but keeping a close eye 


on your enemy’s actions is the 
most important strategy. 

The center road is poten- 
lially the most dangerous place 
on the map, since it is guarded 
at either end by artillery. Tanks 
attempting fo traverse this road 
end up as  hurned-oul 
roadblocks. Attacking from the 
north or south is a safer 
tipproach, unless you can gel 
in close enough to fake out 
the artillery early. lf you do 
fake oul the enemy’s artillery, 
the road provides good cover 
with trenches running along 
either side. 


ea Lea 


Each ~~ 2 etsy access fo 
powerful weapons. A rally flag is 
already in each team’s possession, 
next fo the starting points. Also near 
the starting points are artillery guns 
and medium tanks. 


The map is relatively small, i, making 
the rally points easily defended and 
accessed within a turn or two from 
hearly any point on the map. 


through the center of the map is a 
deathtrap. Each team’s artillery gun is 
perfectly situated to hit anything on 
the roud, making it dangerous for 


Vehicles and soldiers alike. 


Each om “Be ‘begins hs a secon 


medium tank near its second rally 
point. These can be used fo begin 


traveling the safer routes to the bases’ 


north and south. 


A pre goal for either ieam is 
removing the artillery from the 
enemy’s base. The Axis team has 
the 88mm gun at the central road's 


a v5 Bec ees 
Sih aeons 


aisiistentin i eniinnats 
east side. Losing your artillery makes 
it easier for the enemy fo storm your 
base from any direction, so keep it 
active and defended. 
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The Axis forces 
Start off with 
fewer _—rally 

~~ points, but with 
stronger vehicles and defensive 
weapons. An Allied rally point 
is close fo the starting point 
making for an easy grab on the 
first turn. The Axis team has 
medium tanks and jeeps at its 
disposal, and the rally point in 
its base is easily defended with 
the nearby artillery. Defend the 
southwestern bridge with the 
nearby heavy machine gun 
Axis forces should go on the 
Offensive as quickly as 
possible, using the heavy tanks 
fo fake oul the enemy before it 
cin dig in and defend its 
rally points 


Allied forces 
should he 
prepared for 
faking out tanks 
by means of radio operators 
heavy armament specialists 
and plenty of AT grenades. Use 
these units fo take out the Axis 
fanks, and gel the radio 
operator in to take out the 
artillery as quickly as possible 
Use other units to defend the 
rally points. Buildings surround 
the southern rally point, but the 
center rally point proves more 
difficult, as it is out in the open 
Approaching the Axis base is 
difficult from the south. The 
north is not as well guarded if 
the artillery is not in use 


5. Tepi2s aint 
‘aame{ Gunite 
ths Aas Sie dasen'ttom ole 
points at the start, but the one it does 
have is protected by artillery. Make 
sure the gun is manned if the Allied 
leam — 


The heavy machine yun hear ‘the 
bridge can stop Allied foot soldiers 
from approaching from the south, but i 
won ‘tdo much good against the Allies’ 
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The Axis team ad four heavy tanks at 
the ouisel, giving it a distinct 
vehicular advantage. An unread Allied 


opponent will be hard-pressed to stop 
a direct assault 


The rally point to the south starts out in 
Allied control, and can stay that way 
hy placing soldiers in the buildings 
surrounding 
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The central os a will he 
snatched up by the Axis forces unless 
it is heavily guarded. The Allied team 
Should use nearby walls and trenches 
to protect its soldiers from incoming 
Anis tanks. 
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vhs rmoured car” 

The Allied ine ure outclassed when 
it comes fo vehicles. The armored cars 
will be effective against Axis foot 
Soldiers, but not so great against 
medium tanks. Use them for trans- 
portation, but try to avoid hood-to- 
hood combat with the tanks. 
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SE Allied rally point 


Number of Axis rally points: 3 | 
Number of Allied rally points: 1 ed 
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‘This is a fairly 

lough map for 

the Axis team. 

lt starts with 
more rally points, bul is signifi- 
cantly outclassed in terms of 
vehicles and weapons. The 
Allied forces have armored cars 
and medium tanks, while the 
Axis forces have half-tracks 
and jeeps, neither of which 
have attack capabilities. As a 
resull, the best defense is a 
yood offense: make sure your 
forces start with plenty 
of anti-vehicle weapons, 
including Panzerfausis and 
Panzerwurmine grenades. A 
radio operator can help as well. 
Take out the heavy machine 
guns near the center rally point 
early, so as to have a better 
chance of defending it. 


The _— Allied 
leam has an 
almost unfair 
advantage on 
this map. With medium tanks, 
armored cars, and two heavy 
machine guns, they can easily 
overwhelm «an unprepared 
opponent. Though the Allies 
Start with fewer rally points, the 
central point is an easy 
capture, and the heavy 
machine guns nearby make it 
easy fo defend once they've 
faken it. The eastern rally point 
is likewise easy to grab, as it is 
undefended at the slart and any 
Axis forces there will likely he 
low on action points and unpre- 
pared to fake on offensive 
vehicles. The real problem for 
the Allies on this map will be 
getting too cocky; if the Axis 
forces are well-prepared to 
deal with vehicles, the Allies 
may find themselves tankless 
quickly. 
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Though Axis forces only have non- 
combat vehicles, they still be 
used for transportation and, when 
necessary, extra shielding. jeeps 
won't last long against tanks, but halt- 
iracks may keep soldiers alive long 
enough fo toss some Panzerwurmines. 


The Allied forces don't need to be so 
coutions. Their armored cars are 
excellent against ground troops, and 
he used to quickly move oul to 
the Axis rally points at the outset of 
the game. 


In addition to the armored cars, the 
Allies have two medium tanks, 
giving them a significant offensive 
advantage over the nearly defenseless 
Axis forces. 


The central rally point is initially 
controlled by the Axis team, but will 
likely change hands almost immedi- 
ately. To protect if, Axis forces can use 
the nearby walls and barricades. 


If the Allies manage to take the central 
rally point, they can easily defend it 
with the two heavy machine guns near 
the road. Axis forces would he wise to 
lake these out as soon as possible. 
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The eastern rally point is an excellent 
early-game target for the Allies, as it 
will likely be poorly defended. If the 
Axis forces choose fo defend it, they 
Should go in prepared to take on a 
vehicle with heavy weapons. 
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Allied starting point 
Heavy tank 

«seep 
Artillery 
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This is a symmetrical map, with 
each team having an almost 
identical set-up at the 
beginning. Both teams start 
with two heavy tanks, one 
located near each of the rally 
poinis under their control. In 
uddition to the heavy tanks, 
both have two artillery guns at 
their disposal, located at their 
respective ends of the north 
und south roads. The means 
that the majority of the eurly 
combat will take place near the 
central park, so both should 
scramble fo gel some unis 
armed with  anti-vehicle 
weapons into the trenches near 
the center as soon as possible. 

I's probably wise to 
avoid the park altogether when 
on the offense, though. Dirt 
roads at the far north and south 
of the map will allow you to 
avoid the main streets, poten- 
lially giving you the opportunity 
lo hypass the enemy artillery 
und take it-out. This should be 
both teams’ first priority, 
because keeping the heavy 
flanks intact while taking out 
the enemy's equivalent will 
ulmosi always ensure success. 


The only real distinction between the 
teams is that the Allied rally points are 
somewhat less eusy fo defend. The 
artillery will help, obviously, but the 
rally points are easily accessible. 
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This is in contrast to the southwestern 
Axis rally point, which is entirely 
enclosed by buildings and protected 
hy a heavy machine gun. Taking out 
this gun will make capturing the rally 
point much eusier. 
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The central park may end up being a 
site of great carnage. The trenches 
make it a good place to lay in wait for 
tanks trying fo avoid the artillery- 
protected roads to the north and south, 
but a few well-aimed grenades 
can easily wipe out any forces 
stationed here. 
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Instead of 
contesied center, drive your tanks 


clon te dit ps othe north and 


south. This will give you some added 
cover against the artillery and help 
you keep your tanks intact. 
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Both teams have two artillery 
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soldiers operating these as 
quickly as possible in order 
fo stop an early tank rush by 
your opponent. 
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In addition to the artillery, each team 
has a poir of heavy machine guns, 
which are helpful in defending against 
foot soldiers approaching the rally 
points, bul not much use against 
the tanks. 
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64 Axis rally point 


Axis starting point 
SE Allied ratty point 


Allied starting point 
_ Jeep | 
Medium tank 
Heavy tank —iwsi«y 
rtillery — 
Heavy machine gun 


umber of Axis rally points: 
umber of Allied rally poinis:3 
eserve interval: 4 turns 
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The Axis team 
only has a 
single —_— rally 
point at the 
beginning, but it's very well- 


protected. It's recessed enough 


fo make it difficult to reach for 
severtl turns, and a nearby 
somm gun will make sure any 
Allied forces that do approach 
Will he easily knocked back. 
The Axis team should immedi- 
utely grab the center rally point, 
Which has little defense and is 
very close to the Axis starting 
point. More importantly, the 
Axis heavy tanks will make it 
ensy fo protect once if has heen 
cCapiured. Though if may seem 
like the Axis team has a disad- 
vantage on this map, appear- 
ances can he deceiving. Heavy 
lanks and an 88mm gun are 
more than a fair trade for a 
Single rally point that can be 
easily snatched up during the 
first turn. 


The Allied team 
heeds to work to 
keep its initial 
advantage. One 
good plan is to bring in a radio 
Operator and heavy armament 
specialists, as the Axis’ heavy 
tanks will roll right over the 
Allied forces unless they're 
prepared. The Allied team 
Should get a spotter near either 
of the heavy tanks early on, so 
your radio operator can call in 
ain air strike and destroy it. If the 
Allies can take out the tanks, 
victory will be much easier. The 
only other problem will be the 
semm gun, but a well-coortli- 
hated medium tank strike or 
clean bazooka shot can lake 
it down. 
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The pa eastern Allied-controlled rally 
points are protected hy heavy machine 
guns. These won't be very effective 
against the Axis heavy tanks, which 
will take them down easily if allowed 
10 get close. 
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The Axis’ artillery is foirly-well 
profected to the north, where walls 
make getting a bazooka in close 
difficult. When attacking it, make sure 
you have a clean shot before firing. 


The central Allied - voit is is so 
Close fo the Axis starting area that it 
can be captured immediately. Move a 
heavy tank in 0 cause some serious 
_ us the Allies rush to defend it. 


The single Axis-controlled rally point 
is well-defended. Walls protect the 
southern side, while the 88mm gun 
protects if fo the north. There are barti- 
Cades nearby as well, if the Axis team 
decides if needs some added — 
protection in the form of soldiers. 
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The Allies Should stay on the delensive 
until the heavy tanks can be dealt with. 
The rally points in their base are fairly 
eusy fo access, though barricades and 
buildings will provide a bit of 
protection against incoming enemies. 


The southern road has almost nothing of 
interest, making it a good route for either 
team fo use fo sneak up on the other's 
base. For the Allies, it's a good way fo 
lake out the artillery, while the Axis 
can use if to grab the southeastern 
rally point. 
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filled starting point 
Armered Car 

> Medium tank 
Truck 


Heavy machine gun 
~~ Artillery 
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54 Axis rally point 
© Allied rally point 


Number of Axis rally points: 3 
Number of Allied rally points: 1 
Reserve interval: 4 turns 


S 


The Axis team 

Should dig in 

tight af the 

beginning. 
There are plenty of good 
defensive weapons and siruc- 
tures on the Axis side of the 
map. In addition to three 88mm 
guns, the Axis forces have 
access to several concrete 
bunkers facing the beach, 
giving them a safe place to pick 
off the Allied forces as they 
approach and a@ means of 
protecting the artillery from 
incoming attackers. Staying in 
the open is a bad iden, as the 
Allies have significantly 
Stronger vehicles at their 
disposal. The Axis only has 
irucks, but these can be used to 
quickly transport soldiers to the 
bunkers, artillery, and heavy 
machine guns. Getting fo the 
Allied rally point will be 
somewhat difficull, due to the 
vehicles and the open area 
surrounding it. If the Allied 
lunks are destroyed, though, 
grabbing the rally point will he 
much eusier. | 


For the Allies, 
Staying — pul 
means death. 
The Allied 
forces should be immediately 
louded into the tanks and sent 
fo the central rally point. Some 
Soldiers may be left behind to 
man the heavy machine guns, 
but staying mobile is key. After 
grabbing the rally point, the 
next priority should be taking 
out the artillery. The southern 
gun is probably the best bet, as 
the Axis forces may not have 
reached it yet, and if can be 
destroyed or, hetfer yel, used to 
Stop their approach. If the Allies 
can grab the nearby rally point, 
victory will be a matter of 


surviving the inevitable battle 


on the main road, or sneaking 
around from the northern side 
and grabbing the final rally 
point. 
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The central rally point is hard to 
defend for either side. The only real 
defense is a wooden bunker to the 
west, which can be easily destroyed 
with heavy weapons. There are 
trenches, though, which can provide 
some protection for defenders. 
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The Allies have the advantage of much 
better vehicles on this map, but the 
disadvantage of being stuck in the 
open at the outsel. The Allied forces 
Should mobilize early, using the tanks 
to move into the Axis-controlled area. 


The German artillery will prove a 
challenge for the Allies, but it is easily 
destroyed if the Allied tanks or heavy 
armament specialists can get into 
position. The Axis forces should do 
their best to protect the 88mm guns. 
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The heavy machine guns protecting 
the Allied-controlled rally point are 
useful on this map, considering the 
Axis forces have no combat vehicles. 
There are two guns near the rally 
point, so the Allies should ensure they 
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The Axis team doesn't much in 
the way of vehicles, but the trucks, 
though useless in combat, can provide 
a quick means of transportation 10 
both the 88mm gun and the rally point 
to the south of the starting point. 
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The Axis feam has two machine guns 
near the center of the main road. 
These can be used fo protect agains! 
incoming Allied soldiers and fo protect 
the central rally point, to which both 
machine guns have a clear line 
of sight. 
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Axis starting point 
Allied starting point 
Medium tank 
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This is a tricky, dangerous map. 
Both teams have an equivalent 
complement of vehicles: a 
couple of non-combat transport 
jeeps and medium tanks. 
Additionally, each team has 
artillery, as well as heavy 
machine guns. The issue is not 
the equipment available, but 
the map itself, which - 
Cluttered with buildings and 
obstacles. A direct assault is 
almost impossible, and it's 
quite eusy fo sel up ambushes 
for approaching enemies. 
Gelling a line of sight on the 
opponent will be difficult. 

One of the bes! examples 
of this difficulty is the central 
section of the map, made up of 
railroad §=§©6 tracks ~=—s running 
between the two starting areas. 
The tracks are littered with 
loppled cars, which metns that 
the artillery situated at either 
end won't have a clean shot 
until the enemy is very close. 
This problem affects the heavy 
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~ the heavy machine guns protect 
each team's rally points, the 
bundance of buildings means 
they don't have much range. Be 
prepared to suffer serious 
casualties on this map. 
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Each team is allocated an equal 
humber of vehicles and rally points. 
Both start with two medium tanks, an 
artillery gun, several heavy machine 
guns, and two rally points. 


xX ee 

& Heavy machi negun 
fhe howiy nahin guns wil taste 
for protecting the rally points in the 
immediate vicinity, but the numerous 
buildings and other obstacles will 
make it difficult to use the guns 
against incoming enemies. 


The arilory ts eise plagued by line of 
sight problems, though its field of view 
is a little better. Untortunately, it is 
almost useless against the railroad 
lracks running through the center of 
the map, owing to the abundance of 
rail cars. 
SEW Mie eee 
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The line of sight issues muke the 
center of the map a fairly attractive 
roule. The rail cars will block enemy 
artillery fire, and can be used as cover 
from soldiers. The roilroud tracks 
provide the shortest route between the 
Iwo starting points. 
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The outer roads provide a bit more 
mobility for vehicles, but leave them 
open for enemy fire. The trenches near 
the roud will provide protection for any 
soldiers stationed here, and they can 
lay in wait for opponent units who 
— lo traverse this route. | 
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The buildings near the tracks can 
provide some added protection for 
soldiers guarding that route. Either 
leam can position a soldier with 
heavy arms and a rifle in the buildings 
0 make sure neither foot soldiers 
hor light vehicles survive long on 
the tracks. 
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Axis rally point 


Allied rally point 


Number of Axis rally points: 1 
Number of Allied rally points: 3 
Reserve interval: 4 turns 
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The Axis forces 
Start on the 
small peninsula 
in the southeast 
corner of the map. All of the 
Axis vehicles and weapons are 
immediately accessible. There 
ure three heavy tanks, an 88mm 
gun, a few trucks, and a single 
heavy machine gun. The Axis 
leam's first move should he to 
grab the Allied-controlled rally 
point immediately north of the 
Starting point. Send some 
soldiers to the heavy tanks, 
then head out for the other rally 
poinis. The Allied forces don't 
have anything comparable to 
the heavy tanks, which should 
withstand any initial beating 
from enemy heavy arms. The 
key, though, will be to spread 
out quickly. If the Allied forces 
cin citch the Axis still 
clustered near the starting 
point, they'll be able to do a 
great deal of damage to the 
vehicles and troops before they 
can gel moving. 


The Allied team 
Should immedi- 
ulely move into 
position {0 
protect the two western rally 
points. The central rally point 
will fall quickly and is likely a 
lost cause for the time being. 
The Axis will be rolling in with 
heavy tanks, so the Allies will 
need plenty of anti-tank 
weaponry. Use air strikes, 
heavy weapons, and AT 
grenades liberally; getting rid 
of those tanks is imperative. 
There are three heavy tanks, 
und they won't be eusy to 
defeat. When the fanks are 
disabled, the Allied forces can 
move in on the artillery. Move in 
with medium tanks. The 
artillery has a clear line of sight 
on the middle of the map, so 
the Allies need to survive long 
enough to reach if. Once the 
artillery is down, take out the 
heavy machine gun and grab 
the two rally points in the areq. 
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The buildings near the western rally 
points will provide some cover for 
Allied soldiers. There are also 
trenches nearby, but otherwise they 
uren't well protected. As a result, the 
Allied forces protected them very 
aggressively. 
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The poner rally point is very close fo 
the Axis starting point, making it very 
easy fo capture and defend with the 
nearby artillery and heavy machine gun. 


The Axis has heavy tanks, and they 
cun take quite a beating. A well- 
prepared Allied team will be able to 
lake them down, however, with air 
strikes and heavy weapons. Use them 
fo protect captured rally points, bul 
have support units nearhy so they 
aren't left vulnerable. 
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The Axis erilery has a clean line of 
Sight for a good portion of the central 
map. There are walls protecting it from 
attack from the sides, so the Allied 
team's best bet is to atlack it from 
the front. 


The Allied medium tanks aren't as 
deadly as the Axis heavy fanks, but 
they are still a good offensive vehicle. 
There's one near the starting point, 
und another a bit to the north. Try to 
get fo the second one quickly, and 
move it fo the northern rally point to 
help protect it. 


The single Axis rally se “ situated 
on the peninsula, making it only 
approachable from the front. The 
Allied team should wait to attack it 
until the Axis tanks have been 
removed or until it is apparent the Axis 
Sturting area has been left unguarded. 
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With more rally 
points and 
more vehicles, 
the Axis team 


is, in theory, much stronger on 


this map. The problem is that 
the vehicles are spread out all 
over, making it easy for the 
Allies to grab them before the 
Axis team can. Defending the 
central rally point isn't a wise 
decision, but it won't hurt to 
send a soldier there to grab the 
nearby armored car. The 
majority of the Axis forces 
Should pile into one of the halt- 


tracks near the starting point : 


and head out for the rally point 
in the north. There are many 
Axis vehicles, and i's 
important fo grab them before 
the Allied forces arrive. There 


- gre also two armored curs here, 


dnd though they aren't strong, 


they're the best the Axis team 


has here. The Allied forces have 
medium tanks, so be prepared 
fo take them oul with some 
heavy weapons. 


The Allies get 
some medium 


heavy machine 
gun, and not much else. The 
machine gun will help protect 
the lone rally point under Allied 
control, but the majority of this 
map will be fought on foot. The 
Axis team has numerous 
vehicles, but no tanks. A good 
Allied strategy is to 
commandeer these vehicles 
before the Axis gels to them. 
The central rally point is a very 
easy capture, and there's an 
Axis armored car nearby. More 
Axis vehicles are sitling near 
the rally point to the north, so 
send some soldiers that way to 
grab them. They'll need fo go on 
fool, because the Allies have no 
iransport vehicles. Have a tank 
escort the foot soldiers; if the 
enemy is already there, Allied 
Soldiers won't lust long. 
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The central rally point is easily within 
reach of the Allied starting point. One 
of the many Axis armored cars is also 
located nearby, and Allied forces 
Should try to grab as many of these as 
possible. 


lanks, a single 


F : ha mer = ‘ae . 
Single Allied rally point. if doesn't 
have a very good field of view, but it 
can hit soldiers approaching the rally 
point. Other than this single gun, there 
are no other large weapons on 


This map requires ‘nin oa of 
soldier-to-soldier fighting. Make use 
of the trenches and barriers when 
moving around, and have vehicles 
escorl your foot soldiers whenever 
possible. 
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Ther are two armored cars near the 
horthern rally point. it's a good idea 
for hoth teams to access them, though 
obviously this could lead to a serious 
conflict at the oulsel. The Axis team 
has a slight upper hand, owing to its 


half-tracks, which can transport 
soldiers there more lt 


The eastern rally point is almost 
entirely defenseless, with the 
exception of a few barricades 
surrounding if. The Axis team needs to 
use armored cars or foot soldiers 
Slationed nearby to defend it. 


iis tate ins tne alten tain, 


which gives them a significant 
advantage if they can keep them 
intact. Axis forces should be 
equipped to handle tanks, and the 
Allies should use them to quickly 
move in on Axis rally points. 
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This map is entirely built 
around vehicular combat. Each 
feam begins with a large 
number of armored cars: the 
Axis team has six, the Allies 
have five. Additionally, each 
feam has a powerful tank. The 
Allies have a heavy tank and 
the Axis forces have an assault 
tank, the most powerful vehicle 
available. To combat the 
vehicles, each side is also 
equipped with an artillery gun 
irained on the central road. 
Because the Axis forces 


are slightly stronger, the Allies 


Should do everything they can 
fo take oul the assault tank 
immediately. Likewise, the Axis 
Should attempt to take out the 
heavy tank. This will even the 
odds a bil, though the armored 
cars will still be abundant. The 
map is very open, so atlacking 
from long distances is both 
possible and ideal. Once the 
vehicles have been diminished, 
faking the enemy rally points 
will be easier, as they are wide 
open with few defenses. 


vehicle available, and as such should 
he dealt with immediately. Send your 
Soldiers at it with AT grenades and 
bazookas, ideally in the early game 
when reinforcements are _ siill 
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Each feam has numerous armored 


cars, and they can do significant 
damage to both ground troops and 
other armored cars. The rally points 
ure close together on this map, so 
using the vehicles for transportation 
isn't necessary. 


. xX Se 


very close fo one another, they are 
also almost completely unprotected. 
There are trenches, and each rally 
point has a single building nearby, but 
otherwise they can be captured easily 
from any direction if left unguarded. 


7 of ats - 7 - 
~ ~~ &- Pe@ 
A “ a 
_ * ee ad ot, 24% 
See ae BG ." 


: > s* 
¥ A bee ' 
«tA. , es 2 o 


. 
- Sse 

ge oa 
argent SEE® 
“Ser Oyu F 


- 
= 


SsArmouredicans 


The Axis team has a slight advantage 
ut the outset, with both the assault 
lank and one more armored cor than 
the Allies. The Allies must remove this 


advantage as quickly as possible. 


The Allies have a heavy tank in 
addition fo their armored cars, but the 
heavy tank is little match for the 
assault tank. In @ one-on-one battle, 
the assault tank will prevail. 
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Each team also has a single artillery 
gun. These can be destroyed easily 
and early by moving a heavy 
armament specialist to the center and 
firing two shots: one to destroy the 
hurricade and a second to destroy 
the gun. 
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The Axis forces 
Start at the 
bridge's base, 
~~ fucked into a 
liny space in the northeast 
corner. The lone Axis- 
controlled rally point is on the 
ridge near a boarded-up tower, 
— with short walls providing the 
only protection from a head-on 
assault. There's an Allied- 
controlled rally point directly 
south of the starting area, 
which you can grab easily 
during the first turn. The Axis 
forces should start moving 
quickly, and there ore 
numerous trucks in the area to 
help transport troops. More 
importantly, the Axis team has 
lwo assault tanks af its 
disposal. These tanks give the 
Axis a significant vehicle 
-(idvantage, as the Allied team 
only has medium tanks. 


The Allies neett 
lo he cautious 
on this map. 
There's ho 
artillery and no heavy machine 
guns, and the Axis team has 
two assault tanks, which will 
likely be rolling oul right from 
the start. Have plenty of AT 
grenades and bazookas, and 
don't be stingy with your air 
Sirikes. There are jeeps anc 
half-iracks to move troops, ane 
there are two medium fanks 
for offensive purposes. 
Unfortunately, the second 
medium tank is fairly far from 
the starting area (it's parked 
near the southern rally point). 
The central rally point will 
likely fall right at the beginning, 
bul dont try fo recapture if 
immediately. The first priority is 
faking out the tanks and 
protecting the southern and 
western rally points. 
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barricades, which can help protect 


any nearby soldiers from at least one 
blast from an assault tank. The nearby 
buildings can also be used fo keep 
defenders safe. 


4 i = —\y ee, w% : : 
SKM EG) 
—< > ae \s 
- 
~ 


Sea 
Xie 
< 


The Axis team should immediately 
grab the central rally point, which is 
located just a few steps from the 
Starting area. Trenches and walls will 
provide some protection for defending 
forces. 


The Allies have two medium tanks. The 
first is on the road fo the starting 
point's south. The second is parked 
near the southern rally point. Use one 
of the transport vehicles to reach it 
early. ) 


cars to the eas! as cover, and try and 
sneak up to the Axis rally point. Be 
cautious, though. The railroud cars 
aren’! much protection against the 
assault tank. 
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Likewise, the Axis team can use the 
iracks as a shortcut fo the southern 
rally point. Use the assault tank to 
blow through the railroad cars 
blocking the path, then approach the 


The Axis-controlled rally point has 
meager defenses, including a wall and 
trenches to the north and south. 
Protecting if is important, bul since 
the Axis team will he more effective on 
the move, aggressively attack the 
Allied positions with the tanks’ 
suppor. 
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